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The future of electronic entertainment

age 80. Go on, it's quite alright — you can always return to
this at a later stage.

Back? Then we'll begin. Edge is in a summer mood. The
windows are wide open; the fans are trying to persuade the
office’s hot, heavy air to go play in the sun; nothing seems
particularly pressing. Until Mario arrives.

Big Nintendo summer releases are part of videogaming
tradition. Like Edge, over the course of their gaming lives older
gamers are likely to have had several holidays exhaustively
branded by pre-128bit classic NCL experiences: electronic
entertainment that consumes your every thought; that locates
and extracts your most obsessive traits kicking and screaming
from your deepest subconscious; that won't let go until every
star is collected, every secret discovered; and the whole affair
is elegantly wrapped in the laissez-faire attitude only warm
weather can inspire. It's the pinnacle of videogaming.

It's well timed, too. Without Mario things would otherwise
feel overly lethargic (from the console owner's perspective, at
least). The Great Summer Slowdown returns (the continued
polarisation of the industry around the Christmas and Easter
periods that results in a dramatic reduction in even software
allocation throughout the year) and it's a condition that is only
likely to become increasingly accentuated. Formats go into
hibernation; the European videogaming press shuts down; the
Industry just sits and waits.

One interesting disturbance in this otherwise sleepy village
mentality is the increased support for GBA titles, probably the
only platform that thrives during the summer months. The
other is 2 major, genuine triple-A release which instantly
drowns out any thoughts of a videogame drought. Of course,
the trouble is that companies such as Nintendo don't release
titles of Mario's calibre every July, Frozen by commercial
timidity, they wait for the cooler air to return.

But that's the autumn. A whole world away. For 5'@
now just sit back and enjoy the Sunshine. ==
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Bits doesn't want to disciose its most interesting

project. At least it has three other promising titles

Join Edge on a journey through the beautiful
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Why the military and videogaming are about

to spend a lot more time in bed together

Bedroom coding is dead? PuzzleKings' Nalin
Sharma is about to see his creation published
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034  Shox (PS2)

035 Battlefield 1942 (PC)

037  The Thing (PC, Xbox, PS2)
037  SpiralStone (GBA)

039  Mutant Storm (PC)

038  Blade Il (PS2, Xbox)

040  Sega GT (Xbox)
040 Geoff Crammond's
Grand Prix 4 (Xbox)

241 Prescreen Alphas (various)

Hardware: Power Maciniouh (53, G4

Saoftware: (amXiress, Adobe Photoshop, Macromedia
FreaHand, and M ft Office Ty A
Helvitica w0, | ight. Roman. Medium. Bold

Prirfod in the LIK ty TPL Printers Lid, Hartlsbury, Worcs

Future Games: the first choice for gamers

Thes magarsne is Drought 1o you by Future Publisheng Lig
the makars of PC Garnes, PlayStation? Official Magsyne-
LK, The Offical UK PlayStason Magazine, Official UK
Xbox Magasine, XGames, NGC, PSMZ, PayStation Max

Edge recogrines al copyrights in this msus Whene
possibie, wa have acknowledged the copyright holdar
Contact us IF we hove tailed bo ot your copynght
and wa will b happy to correct any oversight.

Edge s the egistered trade mak of EDGE
Internctive Misdia Inc. Lsed under licence

“Him rama s Jaws. Mo kil peogile.”

032 Bumout 2: Point of Impact (PS2)
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Xbox chipping; Clerkenwell festival; gaming academia
Cut there
Nintendo crates; modded skateboards and co

RedEye

Qur corrosive friend gets his mouth sucked dry

npetition: It's not the winning...
Nagoshi imposes discipline on his creativity

Koumasan wﬁtés hi§ column from his hospital bed this month
I.\;lilolﬁe;;oﬁ .ar.1d free delivery — how can you resist?

Qumk beforethay sell out

Legendary Spaclrum strategy game, Chaos

He;lry Jenkins, author of ‘From Barbie to Mortal Kombat'
Recruitment

YO;.II'- chance to work in the games industry
IYc;t..lilr:]:i'[‘:.tinions on the world of videogaming
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Next monti

The sequel to the world's finest FPS

Super Mario Sunshine (GC) 092 ZooCube (GC)
Eternal Darkness: Sanity's 3 Dino Stalker (PS2)

Requiem (GC) 093 Breath of Fire Il (GBA)
Medieval Total War (PC) 094 Capcom vs SNK 2 EO
Stuntman (PS2) (Xbox)
Warcraft lll: Reign of
Chaos (PC)
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Crackers' delight

- S S

Microsoft has plenty to lose as Xbox gains a series of mod chip advancements that
will open up amateur development on an unprecedented scale for a console

uring early June of this year, MIT grad

student Andrew Huang submitted a
paper for publishing that detailed the workings
of the Xbox secunty system. It was an event
that received a large fanfare across the
Internet, not because of the complexity of the
research involved, but due to the consequences
of such an investigation. Microsoft may balk
at a description of the Xbox as a stable, fixed-
spec PC in a box, but it's a potentially
appropriate classification given the possibility
of modifications, piracy and homebrew
software to transform the console

While Microsoft's decision to enter the

hardware market has won it plaudits for the
technical anatomy of the Xbox, it's also

However, this turned out to have more than a
whiff of publicity stunt around it as the project
was reborm as X-ecuter, a phoenix of a chip
that, predictably, is far more capable. What is
aven maore striking aboult this reinvention is
that far less technical nous is required to
Install it, relying on basic soldering methods
as opposed to precision micro-soldering.
The most widespread of current mods,
however, is the X-Tender, a chip available
since late May, and one that purports to
convert any region-specific console into
a multi-region box capable of accepting
CD-RW, DVD-R and DVD-RW media. It's also
mooted to enable the reading of unsigned
code, as well as patched and modded files,

“To be totally honest, 95 per cent of people
will buy a chip to play copied games. Piracy
IS a massive problem, and it’s a shame”

enterad the company nto uncharted terrtory
regarding piracy. Whereas consoles have

ys suffered widespread piracy issues,
they've been restrained somewhat thanks to
the dedication of the hardware. Microsolt's
forward-thinking Trojan horse, however, is In
danger of looking overloaded. While Sony is
encouraging a slow-burning, regulated
tendency towards the homebrew community
with gentle nudges at convergence such as
the PS2 Linux Development kit, sudden
advancements in the field of Xbox modding
are threatening to open up piracy channals in
an unprecedented and unregulated manner.

This sudden flashpoint of piracy seems lo
have stemmed from the fact that the Xbox
security key is not unique, and is identical in
all shipped hardware. In the words of Huang.
“If you ship your secrets in your hardware, it's
a good assumption that the users will eventually
—and perhaps quickly — know them.”

This published report isn't solely
accountable for the emergence of Xbox mod
chips though. Several such implants have
been available since May from specialist
online exporters. One of the first announced,
the NeaX chip, never matenalised, with the
people responsible
for the project stating that it was discontinued
for “various reasons”, leading o obwious
speculation regarding Microsoft's legal
involvement, Another, the Enigmah chip, was
released and then canned for legal reasons.
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opening the floodgates for a tsunam of
software, bath homebrew or otherwise.
According to lan Callaghan. the director
of the Pandora chip project
(www,pandorachip.com), “The homebrew
scena is just amazing. having exploded just a
few weeks after the first mod chips were
released. People all around the world have
started writing tools, emulators and even
operating systems for the console. They are
being given a chance to display their
technical skills and open up the potential of
the machine to make it more enjoyable for
everyone.” It's a fairly idealistic viewpoint that
few with a vested interest in Xbox would
cancur with, but Callaghan is quick to
counter. “I don't agree with piracy as |
understand the hard work involved with the
development of a game, but | think it's a
Catch 22 situation, If games retailed at a
lower price point, the volume of sales would
ncrease and piracy would just fade away.”
However welcome though a reduction in
software RRP would be, it's a staunch ethos
that few believe is a pragmatic solution to
prracy. However, it is one shared by such
willing consumers of pirate efforts, such as
schoolchildren (see ‘Piracy In The
Playground' in E113). Given the potential
prevalence for Xbox modification, they may
s00n be able to once'aga:n axercise that
opinion, as grass roots piracy begins to stem
beyond the realm of PlayStation and PS2.
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Just some of the software avallable to owners of chipped Xboxes and a few emulation programs (clockwise from top left): Final Fight (coin-
op); Mario Bros. (NES); Pokémon (Gameboy); Legend of Zelda: A Link to the Past (SNES); Sonic The Hedgehog (Mega Drive}; Quake Il (PC)

It's arguable that piracy is highly
dapendent, in limpet fashion, on the homebrew
scene, and it's an argument that Callaghan
reluctantly acknowledges: “To be honest,

95 per cent of people will buy a chip to play
copied games. Piracy is a massive problem,
and it's a shame.” |s that remaining 5 per cent
enough to justify the existence of unregulated
non-pirate hacking? "It will aid sales of the
console. Maybe Microsoft will see this, and
even release a public development kit, I'm
sure that homebrew can exist without piracy.”

Paul Fox, head of PR, Xbox EMEA, takes
an equally idealistic, but directly contrary,

“Exploring the security measures of a console
is part of the fun, even though the programmer
has no interest in playing copied games”

< 008

stance to the question of dependence: "|
don't believe that one can exist without the
ather as piracy relies on axploiting the
technological know-how of the homeabrew
scene. As long as there is money to be
stolen, somebody will invest great effort to
enable it, All consumer electronic devices are
subject to reverse engineering attempts - it's
been happening to videogames for the last
30 years and will continue for the next 30,"

Just Like That

While analysts aren't completely convinced
that such chips will promote the propagation
of peer-to-peer piracy on the scale of, say,
MP3 transactions, their reasoning for such
conclusions are thanks to the awkward

integration of mod chips into the Xbox
hardware, Besides disassembling the Xbox
case, mod chips have required over 20
soldenng operations and connections to be
property integrated. Chips such as X-ecuter,
however, are now complete enough to require
just a single wire in order to be incorporated
within the motherboard.

A bigger threat, and one that discounts
any arguments about the esoteric availability
of Xbox modification, is the possibiiity of
“fiashing™; a technique that requires no
chipping In order to alter the console. The
role of a mod chip is to replace the Xbox
BIOS with a hacked version, thus facilitating
the use of multi-region software or homebraw
concoctions. Flashing, however, induces a
similar effect without the need for a chip. It
still requires substantial effort, but it's more
difficuit for Microsoft to circumnavigate.
Microsoft refuses to pass comment on such
operations as "It is our policy not to discuss
pending legal Issues,” says Fox. According to
Callaghan: "To flash an Xbox, it's still necessary
to solder a certain portion of the motherboard
in order to allow takeover of the BIOS."

Not only is it an effective procedure that
could jemmy open the fioodgates for piracy
in widespread manner, it's also compleately
illegal. While chipping, though frowned upon
as the willing accomplice in the crime, is a
legal grey area, flashing requires the use of a
maodified version of the Xbox BIOS program,
which constitutes a breach of copyright.

EZPC

Microsoft's biggest worry comes from
attempts to convert the Xbox into a cheap
PC. In the worst case scenario, the level of

control that Microsoft can exercise over the
Xbax, and its role as a connected broadband

device, may begin to tend towards those of a
PC. Says Callaghan: “Exploring the protective
security measures of a console is part of the
tun, even though the programmer has no
interest in playing copled games. The Xbox
scene will be huge, as all decent PC crackers
and hackers will be able to turn their skills
and attentions 1o the platform. The potential
is endless.”

Particularly given Andrew Huang's paper,
and the knowiedge of the security key of the
current batches of Xbox consoles that are in
living rooms across the world. With such
measures circumvented, it's possible to
expose the unique 1D of each machine,
raising issues regarding user privacy and lost
revenues through bypassing the Xbox Live
service. This is the crux of the issue for
Microsoft, as it has multiple channels of
revenue, and not just the single siream
generated by software, that could be siphoned
away as the homeabrew scene expands




Microsoft's action so far has been to
quash any developments as they emearge,
including software that isn't directly linked

h piracy but still facilitates it. Whersas

Xbox MAME, a fully-functioning arcade
emulator that would play MAME roms but
a chipped machine, was closed
the moment it gained widespread

gam 10t a new phenomenon,
neither is the fact that will pursue those
wha Infringe our and our partners’ intellectual

Clarifies Callaghan: “Microsoft

y intanded for legitimate developers.”

Microsoft forced the webmaster of
xbox.mame.net to remove all binaries of the
ase, and the site is now closad. The

official SDK Is not used
Adds Callaghan: | would sa
Big Brother statement of intent; Microsoft
ng the world it

invesiment in Xbox, but does this mean
should be any more vigilant and less

than other console manufacturers? “The
Industry a @ has a responsibility to

material,” says Fox, rather disingenuous!
“That said, the vast majority of Xb

are not focused on this issue. Instead
are focused on getting their hands on great
games,” he continues, befors reminding
Edge of just how many great games are in
the pipeline.

Regardless of ine-ups, however, the
tion of emulation of several revered
many,

essible and widespread. It's a scene that,
at the very least, is as fertile as the Dreamcast
during its heyday as the homebrew machine

ses ‘Remodalling the Dreamcast’,

constructad for Xbox but on top of this, other
pieces of viable software, such as VCD, MP3
and DivX players and Quake /l are primed for
releasa. Such software will, for the moment,
require a chipped Xbox to circur t the
BIOS; the possibility of a Utopia-style boot
disc is cumrently remota. “A boot disc could
be created,” explains Callaghan, "but it wouid
need to be factory produced. Microsoft use
dual layered DVDs called D2 (due to their 9
gigabyte capacity). One layer of the DVD
ds the game data, and the other layer
osoft’s digital signa The Xbox

eads these DVDs in a special way, so ifa

A sheet of newly manufactured mod
chips from the Messiah factory in China

boo was fo be created, it
be factory produced to that specification. |
think it will see the light of d ntually

In particular, peopla are working on Linux
and making their Xbox compilers, which
would obviate need for Microsoft's own
dev kits. Such sites as the Xbox Linux Project
(http://xbox-linux.sourceforge.net/) contain
regular updates on progress, and even make

ention of an anonymous donor offering up
(: ho finds a
y to run Linux on Xbox
year is “| think Linux Is just an
open-source statement to Microsof
comments Callaghan, "It's one of the many
operating systams we'll be seeing, and no
one can get in the way of that.” At the time of
writing, there have been several reports of
people making inroads towards producing a
version of Linux without al entanglements.
it's the first few steps f the Xbox
into a Linux-based PC, without making use of
official development kits.

One certain consequence is that the
scena will burgeon in the coming months,
and Microsoft's actions could be viewed as
littie but damage limitation designed to drive
the scene into an increasingly invisible
underground status. Some would say that

action that can be taken against

far deeper than providing an o
m, it's a crucial Issue for Microsoft to

attend to, and, seemingly, one of the major

stacies for the giant turn

hardware




GDCE gets Academic

This year's IGDA Academic Summit reflects timely convergence
of academic and development communities

he second annual Game Developers

Conferance Europe, which is to run
from August 27-29 at Earls Court Exhibition
Centre, will this year feature an IGDA
sponsored Academic Summit. The inclusion
of the event follows the success of a similar
two-day conference that took place earlier
this year at GDC in California, and reflects
the growing convergence between the
development and academic communities,

The reasons for extending the
conference to Europe are simple, according
to the IGDAs Jason Della Rocca, who is
organising it. “Over the past year the IGDAS
Education Caommittes, led by industry
veterans Warmen Spector and Doug Church

“One lecturer told me they were interested in
‘shoot-me-ups’, while many think the most
innovative game ever is Myst”

has been doing a ot of work to build
bridges with the academic community. For
gaming to have a heslthy future, the two
sides must cultivate a deeper understanding
of the ideas that drive gaming, the
expenences games offer to players and

the implications of those ideas and
expenences on the aesthetic and cultural
significance of this young art form.”
Matthew Southern, of Liverpool John
Moores University agress. “This summit
allows us 1o break some hermetic seals, but
it also reminds us that within each 'world’
there are a plurality of approaches, attitudes
and priorties, which can often conflict.
Moare disagreement and critique will lead to
more robust theorising and development,

"GameDevelopers.

 Conference Europe '

Last year's GDCE saw contributions from developers like Frontier's David Braben and
Elixir Studios' Demis Hassabis (above right). This year they'll be joined by academics
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and the surmmit provides the platform for
this debate.”

The Academic Summit comes at a time
of increased interest in videogame
development from the academic
community, as demeonstrated by several
recent academic conferences such as
Bristol University's ‘Game Cuitures' session
(E101) and the launch of ‘Game Studies’,
an academic journal devoted to the medium
(E108). Recent months have also seen the
Computer Games and Digital Cuitures
Conference in Finland, which featured
Warren Spector as a keynote speaker
(www.gameasconierence org/cfp.htmi),
and a senes of lacture sessions at E3

The advantages of such inter
the videogame industry are broadly
threefold: trained developers, working

from a common b
axpertise; the evolution of a critical
vocabulary and theory of gameplay; and
the deveiopment of gaming technigques and
products as tools of learming. There's also
the fact that acadernics can pursue
concepts and prototypes that might not

be sustainable in a co
As Emma Westecott, of Zero-Game
Studio, puts it, "We all have much to gain
from warking together; a highly educated
workforoe, theoratical analysis of the
nedium from an applled, academic and

cultural perspective and resources to

¥MMETial environment.

support the art, science and business of
making games.”

But the IGDA isn't the only organisation
showing an interest in the potantial
synergies between academia and the
development community. The UK's
professional trade body, TIGA, Is also doing
its bit for academic/development osmosis,
as CEQ, Fred Hasson, paints out, “We set
up an education Special Interests Group
(SI3) In January this year and, preceding
that, we did a trade mission to Japan to
look at the creative process and the
differences between how they da it in
Japan and how we do it here.” As he goes
on to point out, there's also a lot of links
between universities and developers at a
local level. “Blitz, for example, has links with
Warwick University, and | think Hothouse
has done stuff with Bristol,”

The main significance of TIGAS
invoiverment is the work that it's doing
towands evolving common educational
standards. "Back in January when we had
our first meeting, we agreed to set up some
working groups with a company called
Skillset and basically mapped out the
different skills that relate to beng part of a
development team. At the end of the
summer, we'll be doing a roadshow round
the country to present the findings of this
report, and to get feedback from a larger
community of peopie, If they don't like the



London’s Earls Court Exhibition Centre
will provide the venue for this year's
GDCE, which precedes ECTS 2002

way it's set out, this gives them a chance to

re that it will
nelp accreditation of courses, it'll help
companies in jc

ual benafits

say 50, The

evaluation and
recrultment, it'll help with qualification

gesign, and | think those are very
important fax

rs

In spite of the positve steps

by IGDA and TIGA, s

resistance
As Jesper Juul ¢

Copenhagen puts it, =

that many academics have simpl

too few games, but | think It is becoming
established that a game scholar has to be
as knowledgeable about games as a movie
scholar has to be about movies." But
though things might be changing, Southern

can still recount one or two academic homor

stores: *| was recently ir

~ degree in game study and design. The

eader effe

ol paay that mar

ames, but that they

of months’,

and that on suc

students would bring and play their own

choices, If that were a film course, and the

“It is becoming established that a game scholar
has to be as knowledgeable about games as a

movie scholar has to be about movies”

leader "only
watch a few

Sacxed

take modules
multimedia courses, &
and watch the applica
lecturer toid me they were interestad in
‘'shoat-me-ups'. Many think the most
nnovative game ever Is Myst, and many
over-smphasise the importance of
narrative, Videogames are lumped in with
‘multimedia’ and ‘interactive art', when in
ey are videogames.”

But Hasson is optimistic th

lact

can éiminate such bad

¥Yed 10 ensura

e base of well-gus

therefore we
don't want universities to waste any &

working in the industry an

producing the wrong people —which we've

n ihe Droaocast ingd

noustry, where

of mada

Which is why | think we need
goncentrate on evolving a commaon
language. If you look across the whole of
the business issues o do with
development, | don't think we've

gota

very evolved discourse or dialogue or

abate going cn.”

this need for evolved d

that is shaping the currer

3 and development

n the area shou

a Rocca (jason@

about getting involved

What's on the agenda '

The IGDA Academic Summit will take
place on August 27, and consists of the
following sessions:

Curriculum Case Studies - highlighting
universities that have already implemented
videogame related courses. Speakers
include Matthew Southern of the
International Centre for Digital Content at
Liverpool John Moares University and Jon
Purdy from the University of Hull

Games & Learning - a panel discussing the
potential for games to be usad as toois for
leaming, moderated by Simon Le Jeune
and organised in association with TIGA's
Education SIG

IGDA Curmiculum Framework - in which
IGDA's Education Committee discusses its
work towards establishing a game-oriented
curriculum,

Games Research: Impact & Strategies - a
panel featuring Charles Cecil and Jesper
Juul and moderated by Emma Westecott to
discuss the benefits and role played by
acacemic research in videogame
development.

Open Discussion - moderated by Jason
Delia Rocca, letting everyone In attendance
ask questions or make a contribution

Student Sponsorships Presentation and
Speeches - consisting of three short
speeches by some of the 25 students
sponsored to attend GDCE. sponsored by
Sony Computer Entertainment Europe and
Argonaut Games

Visit www.gdc-europe.com or www,igda.org
or contact Jason Della Rocca on
jasoni@igda org for more information




Digital distribution takes off

Console big boys continue to drag their feet, but digital
distribution of gaming content is fast becoming a reality

R

LIr-monger
possibiities

iy, MUMOUrs

ty that the nexa

th brand will move

y nioadable content at
the expense of physical storage media
Nevertheless, both Sony and Microscft
continue to drag their feet when it comes to

getting this generation of gamers online, while

Nintendo hasn'l even got as far as dragging its

the open architacture o systemns, this

rema possibiity. The main focus, th

oniine distnbution. The company's system

presents cusiomers with an hitp link that aliows
immediate downioad after completion of a

credit card transaction, with an appiet ensurning

that the process can be continued if it's
interrupted for any reason
As Neil Ferris, the company's CEQ argues,

the chief acvantages of the system are choice

and convenience: “Reatallers get to offer a

greater product range to consumers without

The utopian vision of digital distribution isn’t
far off, and a handful of companies are already
paving the way for secure downloading

feat. But the utopian vision of digital cistribution

and a handful of companies are

and Doom

Tormado Virtue, for exa

secure delivery of digital downicads through its
Secure Digtal Delivery Sy

by webe

as Virgin Megasto
Books Oniine. After a recent merger
Broadcasting, a streaming and web
company, the company is no longer focusing
on in-store kiosks {as it was in E23), but glven

with Virtue

Casting

Tribeka's CEQ, Daniel Doll Steinberg (above), founded the digital download company in
1997, frustrated by the refusal of software retallers to stock software for his Apple Mac

g12

having to invest or develop extensive systems
10 securely store and deliver the digital garmes
Tormado Virtue takes care of the st
fuliment of digital orders, meaning that the

rage and

performance of the retailers’ websites are nat
afected by the downloads.” C
company Nas agreemer

publishers, including Coderm
ind Take2 Interactive

B

But while Tomado purs
stribution, Tribeka's
SoftWide delivery system is potentially more

mootad form of onling

interasting. Unlike Tornado, Tribeka continues to
affer in-store digital distribution, offedng an

altermative to end-users downloading contant at
home, but still carr

reduced costs and increased choice

ng the advantag

Significantly, its widespread adoption may also

help to reduce the deleterious effe

cument retail monopo

€

Steinberg, tha compan
retailers to burn CDs i

tem allows

re, as well as printing

a label and manual that are of comparable

quality to those contained In conventional

boxed software. Having conducted trials with

the likes of Dixons and WHSmith, the company

currenily has emeants with with 150

s Bdos, Activi

tems already in place at the

out SoftWide on a commercial basis towards

the end of this year, and Computer World

(formerty Time) Is also making use of the

3, Tribeka itsell is planni

OEMOons
revenue stream to that generated by the

transactions conducted by

The system currently covers software for
PCs, Macs, PDAs and Linux platforms, though
the company is in tatks with Sony and Microsoft
about the possibility of extending this to

consoles — particularly now that |t's becoming

feasible to produce DVDs, "We're still working

on getting DVD fast enough and economi

enough for it to be via ez

he generatio

the fact that n

s0 as DVD becomes chaaper we will mow

forward with it

And although wide-eyed analysts have



been pradicting that the rise of broadband will
bring with,)t the demise of bricks and mortar
retailers, Steinberg is bullish about the

continued good prospects for his company.

“The software markat 5 Qrowing subsla

ialty
every year. So if widespread broadband
penatration comes about In 2007, the markst
could be twice the size, and assuming

broadband takes hall the mars

market is still as large as it is today
not even certain that broadband will have
established itse!f by then."

Steinberg goes on 1o pont to the cbvious

advantages of such a distribution mechanism

“Retallers benefit from increased product rangs
and guaranteed stock, Instead of having
hundrads of titles for day one that they don’t
know will st for a wesk or six months, they
would be able to manuf

e Urls on an as-

neaded basis, as a 'jJust-in-time’ mechanism

Tornado Virtue CEO, Neil Ferris (left) has
moved away from in-store downloads

Tribeka's recently opened flagship store, on the King's Road in Chelsea, provides a
showcase for the potential of the SoftWide system. Several other retailers are set to follow

If retailers pass on cost savings to customers,
lower costs will mean a wider choice of software -
gamers will truly be able to vote with their wallets

Other products might not be worth & retailer's
while to stock, except in low numbers, so this is
also a way for them to carmy a full range of
software, requinng less sheif space.”
Meanwhile, publishers benefit from
afficency: “Publishers benefit from a wider
product range In store; a more fficient channel
to store — Who Wants To Be a Mlionaee, for
example, was bought by everyone, but
WHSmith couldn’t get a copy for two months
last year, so Eidos and WHSmith were losing
iots of potential sales. And we can probably
offeér increased margins to publishers because
the model’s efficient and they don't have costs

associated with distribution or returns.”

But while the benefits to retailers and
distributors can't be overlookad, its the bensfits
to consumers thal Edge is most interested in. I
retailers pass on cost savings to customerns,
lower costs will complament a wider choice
of software. Gamers will be able to truly vote
with their wallets: obscure tities that would
be quickly pulled from store shalves by
current retailers would be constantly avallable
Lising such a system - resurrecting the
possibiity of a sleaper hit, or a word-of-mouth

success. Which is why it's such an é_’%
intriguing development. ==
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Literary Festival Adds Ludic Lustre

PlayStation’s ‘Pilchard Teeth’ fanzine introduce themes of play to
add brio to Clerkenwell Literary Festival
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“My favourite eve ably the failure
right,” relates Hodgkinson, “We had Ernst
Malmsten, author of 'Boo Hoo' and some

articularly from

really good performance

npering and made

r Smith who was
ot often

th e thing so funny.” And its r

Clarke

Uriken, and it was

d youths who
decided to knock the door down at
midnight, & se they were after someone
who works for the ils. Fortunately the
bouncers saw them off, but it was quite a
frightening moment for a literary festival.”

hthe

That's not the only way in wh

Clerkenwell Literary Festival proved unique

fhougn, iIndeed it's surpnsng that voeo

considerad worthy ©

literary festival, as Hodgkinson
quite rare to include cultural minonbes, but
for the organisers of most literary festivals, it
wouldnt even occur to them to have some
kind of videogame debate.”

But the event also higl

ling like ‘Plichard
n bars and

any mw ki ar

waww.plichardteeth.co,uk for more info
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Mario gets off to muted launch

Sales figures belie the deserted Tokyo streets that greeted the most
eagerly anticipated software release for six years

ven the long wait for the latest instalment in the
G acventures of Miyamoto's paradigmatic plumber, the
streats of Tokyo were strangely empty for a launch that was
greeted In a rather subdued fashion. In the face of an
astonishing absence of the Akihabara queues that normally
great major software releases, it's even aleged that
Nintendo went so far as to ask some stores 1o delay their
opening in order to bulld up queues for photo opportunities.

While the lack of opening day hype reflected Nintendo’s
own reluctance to promote the titie, there were also some
concerns voiced about the game's camera controls, and
the decision to use English language voice acting -
ahenating the perceived audience of schooichildren,
and suggesting that Nintendo’s current focus remains
resolutely US-centric.

In spite of this apparent lack of intarest from the
Japanese public, sales of the game were considerable. Of
the 400,000 units shipped at launch, 240,000 units were
sold on the day of launch, with this figure increasing to
335,000 by the aend of the weekand, making some
headway towards the million units that Nintendo hopes to
sell before the end of the year. But while these figures are
reasonably impressive, it's a sign of the times that a
character which once eclipsed Mickey Mouse in the hearts
and minds of US schoolkids should be outperformed by
Warcraft it which sold a million units woridwide in just 20
days. It will therafore be interesting to see how 5
successiul Mario's reconquest of Amenca will be, @
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Edge brings you 3 rundawn
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Tra_éking d_evefopmenls in development!

ARMing the future

The future is 3D gaming, even on low power handheld
devices, says embedded chip designer ARM

WWW.ArmL.Com

I took six years from the time ARM
I started the initial chip design unti
Game Boy Advance finally hit the
S, According to Noel Hurley,
the company's segment manager for
consumer entertainment, it's a
timeframe for a complex
piece of consumer alectronics.
Although the wait In this case wasn't
helped by the fact the finished
bluepnnts sat in a safe at Nintendo
while the company waited for the
Pokémon/Game Boy cashcow to

die Oown

shal

Commoi

More than an imeresting tale
~S up two interesting

ries. One is that for all the

Building on the core nts out, expiaining
strates what can be done

sor's power is focused

gestation period is that because of the
nature of the business, it takes a long
time for ARM's products to feed into
the marketplace. One of the UK's
success stories of the 90s, ARM is a
1orid-leader at designing the 16 and
32bit embedded RISC processors
used In low powered devices such as
handheld computers, digital cameras
and other devices. An intellectual
property (IP-basad business, ARM
de s chips and then selis them on
s who actually make them

& product spex
D 12 months to sell that

2 months for

design and fab the

then can anycne think about releasing
a product

But if that's the bad news, the good
ne ARM's year plan predicts

gaming will be a major driving force for
handheld technolegy. “The mobile
phone people are hot for 30. They see
a big ariver for 3G

rting 30D

garm

As wall as Nintendo's GBA, ARM chips are
also used in the majority of mobile phones
as well as being In a range of other
daevices from PDAs to digital cameras,
modems, routers and calculators

networks,” reckons Hurlay,

With this in mind, ARM's big sell
for the future is Systern On Chip
(SoC) technology, which combines
the functionality of its CPUs with
dedicated 3D graphics hardware.
Don't expect an nVidia-style brute
force approach though

*Bandwidth is
embedded chip spac
out. “3D grapk

eaten every trar

ssue In the

there’s no way we
we want as litth
on the
size of the
be tiny too
integrates Ime
tile-bas
grapic
options,

BX and MBX Lite, it only
adds three square milimetres of silicon

to the 50-o0dd square milimetres of a
typical ARM caore
Perhaps more important Is the

fact that running a game In 320 x 240

Ppixets using ful

takes about 60

3D renderers,” says
i30 engine. “But we
wanted to maintain the featureset
at the level of DirectX 7 or 8-class
games so developers don't have to
spend ages ripping up their
code to get it to work."




Forward Motion

Kaydara's new MotionBuilder3D character animation package
can do a lot more than just deal with motion capture

change this however. Previously called
FILMBOX, version 4 of tha product has

been renamed under the more transg

3 Complimentary

to Maya and Max. Renaming it will help
overcome peoples’ prejudices about

FILMBOX being a motion capture-only

package,” explains
Michel Besner.

a8 presioant

capture data to their modeis, i tureset
of MationBuilder has seen (ts usefulness

axtanded in the ar

reason s that th

reaitime data; thus Dé

mation capture, This makes MotionBullder
a more flexible package in which to demo

> dealing with motion capture data
animators can use MationBuilder to add

keframe animations and inverse kinematic

aracters, providing ther
with plenty of flexibility

Ay

her reason for )

growing usefulness is Kaydara's FBX file
format. Bacause motion capture data
neads to be exportad Into & huge aray of

different software pi the format has

Kaydara has
recently released a FEX player within
Apple's QuickTime 6 player, which enables

the package costs $3,600

he same as a yearly licanse for

K, According to Besner

considenng the release of

8] product based
on the Motior 3

ulicler core ir 3

aydara.com

Driving The Getaway

the fle

h time ard m

Superscape's Swerve technology can run on ARM's cores to
provide 3D rasterising in software. Its i3D engine can also
be used in conjunction with Imagination Technologies' MBX

More Maya

Alias/Wavefront goes for special shader effects
with the latest version of Maya, Maya 4.5

waveiront

W alla:

y have come to dor
New shaders affect

uid potentially

reviolutionisa the visual quality of gam
something both Mic
enabling with thelr new

oft and nVidia are

graphics

ANG Now

programiming languag

A front, developer O

50 getting in on the act. The seventh

Redesigned and renamed, MotionBuilder should become a useful tool for all kinds of animators

Mor ressase

O Maor neew h

provides tools
users to create complex atmospheric
viscous liquid, pyrotechnics and space

effects in an integrat According

to Bob Bannet!, Alia

DpErs with

manage, this will provide de

Itans

new opportunities. “The release cc

numerous enhancements that will ¢

users tha ability to create visual effi

& astoundir
he says

The types of affects that will become

simpler to create will include combinational

liquids ana partly as solids. Other affects

y explosions,

(W effects such as waves and

M. In acditic

1, because I 1s integrated

DhysiCally modsied manner 1o
water's motion
Improvements have also been made

1 modelling tools and

2, that arbis

3ls from subdivisiona
to NURBS and back again,
should be keen to

veloper

e

teature:

of Maya's

e Desn D

2l Mespe

and vertex shaders.



A bright red videogame sweatshirt - perfect festival
wear. You'll keep warm, and no-one'll go near you

. Extra Life

US: Handmade and (paradoxically, given its subject) lavishly lo-fi,
“1UP" Is an ink 'n’ paper fanzins styled around videogame cuiture.
It's the creation of Raina Les, a fanzine veteran and freslance
writer from California who previously worked as a games gublicist,
and Inciudes essays like 'How Tetris Saved My Life’, 'Pac Mom',
and, improbably, a feminist reading of Um Jammer Lammy.
Kathleen Hanna of ‘Le Tigre' called it “that beautiful 'zine about
videogames,” which should be recommendation enough for any
Riat Grrls or their meek, whimsical boyfriends; other Edge readers
may just wish to up therr intake of smart, passionate, independent
writing. ‘1UP" costs 84, and issue #2 should be out now. Mora
details at hitp://www. 1up-zine.com

&= Crate Expectations

UK: So Edge s sitting in Edge's office — as Edge s paid 1o do
throughout the working week, abviously — cheerfully playing
games, fielding phonecalls, and writing the next issue of Edge.
Multitasking is one of the benefits of being a multi-imbed entity;
canversely, finding clothing to fit is a bitch, The two heavy wooden
crates armive about midday, stamped ‘Produce of Japan' and
nailed firmly shut. That means they're near-impossible to break
into, but some many-anmed improvised crowbar-ing later, Edge is
the proud owner of several Nintendo-branded t-shirts, a couple of
sweatshirts, and two Donkey Kong doorstops. To what end?
Since they won't be publicly available, Edge has no idea, but is
impressed that Cake Media, Nintendo's PR company, comectly
guessed Edge's size.

Soundbytes

nintendo a‘arejcnint,;|\.'|frtl1:iegcts
console Just look at the
boss was on stage with shig-
gyplaymgzelda .thay hvee both sead that
thay are making no more sytems even
though nintendo are doing well .sonic is

to apear in the new mario cart”
Edges intemet informant detals the future of electronic entertainment in

an unsolicited email. Which he sends 1o all of Edge. Several times.

"You wn move down the hill. This you do
our Game Boy techmgm 4

Bcl-u:‘h.s er Simon tries to sell you & copy of the
Sean Palmer's Pro Snowboarding

“Play the X-Fire SMS mobile phone game

and you could win a Nintendo X-Box”
channeld,com offer an interesting prize for ane of thelr compstitions.
Just think of the eBay value...

“rtlsapparanﬂyqulteeasytodo using the
left, and the right, and the... Game Boy
techn ue.

Peter Simon moves on to “Martin
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Ah, Lego and robats. It's a marriage made in
marketing heaven, at least as far as Out There goes




Your oreation can be checked in realtime at any
time, The backgrounds are chosen from alist

Kick, punch: it's all in your mind: Design your very
own beat ‘em up with 3D Kakuto Tsukuru 2

Anyone else with an intere
Do tell: Edge wants

ou get to the door. lt's a

They're skateboards, but with decks inspired by
videogames. Not sure what videogames, though
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aybe it's the Novocaine — s that what it's
called in the UK? Perhaps not; still, t's
such a pretty word — but right now, frozen
in the dentist’s chair, RedEye’s never been more in
iove. The dentist looks like an angel, her white ight
pushes some cotion wool fimmer against FedEye's
gum, and then touches the grinding tool back to the
lower left molar. Everything inside his head vibrates,
above the buzzing and the clean hiss of the moisture
suction pipe, the assistant hums whatever's on the
rado. It tuns out to be Nelly. Man, that just makes
*So, you write about computer games?™
“Riggogamegh.” replies RedEye. The dentist
nods sympathetically.
“Sorry. Videogames. You're nght. there's an
important diffierence. Its not just minor semantics.
Can you open a little wader, please?”

“Slip of the tongue. Heh."

“Egh?

“Just thinking about semantics. Dental joke.
Want to hear what | think about videogames?”

“Ogay.”

There's not encugh pain,”

RedEye tries to nonchalantly raise an eyebrow.
But nonchalance in this situation is difficult to
contrive, and he ends up looking fike Roger Moore
caught in headlights.

“An experience is defined by its low peints and
high paints. This, for example," she twitches the drdl
deep into the calcareous fissure and RedEve
spasms, "is the low point of today’s dental
experience. Well, at the moment, anyway. But that
just makes the high point,” the dentist kisses
RadEye lightly on the forehead, “even better.

“So, how can we really enjoy the little victories in
wideogaming uniess we've really suffered? Didn't the

'REDEYE

RedEye tries.

“Okay. Good. So let me ses if I've got this nghnt*
She takes the drill, switches it with another.
“Computer games ars soltary. People play them in
their bedrooms. They sit with heads inches from
screens, with eyes fixed 1o the monitor, Computer
games absorb you, fully — they don't permit eye-to-
eye contact. They don't promote sockal interaction,
Or firting, except oniine, with a keyboard and & girt
who's probably a middie-aged man.
starts to skip along with each syllable. “I'm thinking
they're retro-chic, simpie logos, brght colours and
sieek ines. In terms of image, wdeogames are
show-off, pop-culture, trying to play you out as if
your name is Sega. You want a purely semantic
dissection? The word "video' Is sexier than the word
‘computer’. Video says MTV, computer says IBM.
You say videogames, and my head says sprites on
skinnyfit t-shirts, guarters and cathodes and getting

“Yegth.”

You really shouidn't smoke, RedEye. It's bad for
your teeth,” The dentist gives a disapproving glance,
and the drill fizzes deeper through something solid.

The pain makes Redeye fiinch, and his tongue,
fat and numb, fumbles across his mouth.

A sideways look at the videogame indus

best moment in Supsr Monksy Ball come after
hundreds of moments of last-ife faling despair?
But even that capitulates in the end, gives you
infinite continues.”
“Agsholukely,” RedEye acknowledges, smoothly.
“Still, loss can mean a lot of things. Semantics

remove it, though. | can see a case either way.
Heads or Tais?" i

“‘Goon."

*hm..*

“Oh, | know what you're thinking. Thers's no skil,
It's a game of chance, not like a videogame at all,
But here's the thing, RedEys." She flips the coin; it
spins, twists, and RedEye hears It hit the floor. "Now,
| can see the coin. | know if It's neads or talls. And if
you know as much about women as you'd like to
think, you'll be able to see from miy expression
exactly which it is." She grins. "So which is t?”

“Ughm.” It's tails. No, it's heads. No, her smile
says talis. Tais. “Tays ahain.”

"Wugh? Wash i hegs?"

“Y'see, this is what it's all about, Games that
make you crash and bum when you fal, games

theit put the fear of God Into you.”

“lg wash hegs, washn't h? Shigl Fugl”

“Games like Tekid, that trash your savegame
when you mess up. Did you ever play NetHack? Not
a videogame that one, very much a computer game
- nerdy, absorbing, ualy, sclitary, But God, when you

“This is what it's all about. Games that make you crash and
burn when you fail, games that put the fear of God into you”

again.” The dentist removes her hand from RedEyes
maouth, and piaces her tools on the table. The
suction pipe and cotton wool remain in place. She
reaches to a shelf behind her, and picis up a con.

“Heads or talls, RedEye?”

“Eghy"

“Heads or tails?"

Tays."

“It's heads. Doesn't matter. Rubbish game, |
mean, how could you have known? And did you
really care sither way? There was nothing riding on it.
We could have kept fipping coins all aftemoon and
you'd have won eventually. So lets maks it a ittle

“Wurgh?

“Your tooth. Now, it's hurting you, and it's boring
me. So we can keep it or extract it. To be honest,
I'm not sure it's worth all the effort of treating it, but |
suspect you're going to want it saved. Quicker to

EDGE #1114

made the thrll of winning so much better”
some bloody gauze from RedEye's cheek, and - oh
God, it must have been tails — he lets out a sign.

“All dane,” says the derttist, “Your tooth's going
1o be fine. It'll be a bit tender for a while, that's all
Brush around it. Try not to chew on that side."

RedEye's not really listening, He's just pleased
he won't have a gap. Oh, and pleased he's stil got
it when it comes to playing games, and playing
games with girls.

“By the way, it came up heads."” RedEye looks
down. The coin es there, heads up. The girl in white
grins. "Lucky I'm an angel, isn't it?" she says.
RadEye nods. Novocaine numb, he makes to leave.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge's
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ompetition is everywheare. For some

reason it often aftracts the adjective

'healthy’; it is thought to be the noble
core of sport; it drives down prices in the econcmy.
We ars all happy competitors. In videogames, too,
we often speak in competitive terms, Not just for
those games which function solely fo provide an
arena in which we compete with other humans,
but for singleplayer games where we interact
with an inhuman system, Still we will often say,
“| beat that level," or *| beat the game," The point
of a game is supposedly to ‘win’, after all. But
what does it mear to compete against inanimate
digital structures?

During Wimbledon fortnight, | took a look

at Namco's Smash Court Pro Tounament.
It's no masterpiece, fo be sure, no Virtua Tennis 2;
but it did, with its simple controls and happy

bSO S

immediacy, remind me of halcyon days playing
Match Point on the Spectrum, and thers was a
sadistic pleasure to be had from noting how
precisely none of the licensed players appeared in
the latter rounds of the real-life Wimbledon.

But playing against the computer oppanents, as
usual with sports and fighting games; turned out to
be a curiously soulless experience, good only for
practice in anticipation of the inevitable multiplayer
The usual complaint is that the Al players don't seem
hurnan, butwhy exactly is this? it seems that what
characterises human play in any endeavour is
inconsistency. During an evening of Smash Court,
my friend Josh would play a briliant volisy to win ans
point and then dump both his serves into the net to
lose the next one. | wouid whack a perfect
backhand retum down the lins, and then on the next
paint I'll fiall aroLind making air-shots and miss an
easy smash.

Spoart, in other wards, whether in the virtual
warld or the real one, s built on mistakes, Just ask
David Searman. If a team of 11 perfect footballers
met a tearm of another 11 perfec! footballers, the
result would be an antiseptic stalemate with no
goals, Brillance can only exist in the context of
arrors. The same is true of chess, where the rule of
thumb is that the guy who makes the next-to-last
mistake — patzer or supsr-Grandrmaster, it dossn't
matter —wins the game.

It s difficult, however, to program & compliter
opponent in such a way that it makes mistakes in
a convincing fashion. Erors made by a machine,
because we know that it need make no ermors at
all, are likely just to seem forced and patronising.
Virtual Kasparov on the Game Boy Advance is a
caseinpoianeﬂrsizcorsomdmay
fairy solid chess, right up until the apparently
aleatoncally chosen point when they bizamsly
drop a piece or allow a trivial forcing tactic.

Sirong chess programs running on fast PCs won't
do that, but their style of play is stil notably
‘computenish’, and one feels as though one is
playing the board rather than playing an epponent.
Even in Advanice Wars' singleplayer campsaion
one feels as though one is solving a dynamic
puzzle rather than pitting one's wits against a
contesting intelligence,

Steven Poole

Perhaps the central, apparently paradoxical
truth is that competition is a cooperative activity,
Two creative minds vie and collaborate to
produce a beautiful paint In tennis, or a beautiful
chess game, just as the apparent enmity of the

gl i SO N AT
constitute a higher, collaborative procedure to find

what the designer wants. But there are, ]
increasingly, exceptions. The remarkable
situational patentiality of Halo, for example, Is
a case in point in the action genre, where fimic
combat scenarios can be created on the fiy, But
perhaps the most collaborative videogame form
50 far is the genre known as rhythm-action.
Dance Dance Revolution notoriously allows
tha player to add his own terpsicharean
improvisations in between attending to the
symbolic requirements floating down the screen,
although this is still largely a performative game:
solo play is usually practice to show off in front of
friends or strangers, rather than an end in itself.
Frequency, however, offers an even more
creative process. The player stil has to hit the
right symbals in order, but she is free to choose
the order in which she brings in the various

rhythmic and instrumental elements to each
track, as well as being encouraged to improvise
in the freestyls sections. And one might even say
ihat the Remix made is the game’s spiritual core,
since —much as in the Traveller mode of Rez —
the requirement to gain a sufficient score is
abandoned in favour of pure collaboration.

“Because computer opponents lack frue creativity, they have
mostly offered brute tests of physical skill against more or less
overwhelming odds: an impoverished notion of competition”

the truth of the charges. In this way, singleplayer
videogames are very rarely competitive. You don't
remember your Virtua Fighter 4 bouts against
the computer, but those against your friends.
It is enjoyable, for cenain tarmac-heads, to win
hundreds of cups against the computer oppaosition
in Gran Tunsmo 3, but ifyou are in the habit of
saving replays to memory card, they will probably
e of human-vs-human races.

Because computer opponents lack true
creafivity, they have mostly offered brute tests
of physical skill against more or less overwhelming
odds: an impoverished notion of compstition.
The scripted linearity that one still finds in games
such as Medal of Honor: Frontiine engenders a
fealing that ane is mersly a lab-rat pressing
switches in a cage, attempting to second-guess

EDGE #1114

All this is not to say that there is naver
pleastre to be had in 'beating’ a game, in
overcoming a set of well-designed challenges.
But the ever-increasing popularity of online gaming,
as Sony and Microsoft gear up to launch their
respective networks, might serve to emphasisa
the poirt that in marny genres, a computer
opponent just never will be as satisfying as a
hurman one. We might hope, then, for more
coliaborative singleplayer experences that
allow us to journey with the digital system
rather than just try to beat it. There is more to
playing than just winning.

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: trighap@hotmail.com
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his marith | would fike to change direction

a little and, In addition to talking about the

creation of video games, | would like us
to consider the philosoghy that lies behind the
creation. What's important is your way of thinking,
and your team's work towards that. What | would
like to talk about only represents a fraction of the
issus, but | would be very happy if some of you
feel it fits with your thinking. | would like to start with
the rmoment | come up with an idea.

The first problem is negative thinking. Normally,
the standard procedLire for any creator begins
with an analysis of the markst. “What would maks
a hit?” "What would be welcomed by usars?” But
it isn't very easy 1o find the nght answers, and then
the doubt starts. You start to think that the market
isn't healthy and whatever you create won't sell
Or that people's tastes and interests as s0
unpredictable — that there is no real trend. You get

to deadiines, too. | think that, as children, we are
taught to need deadiines to prevent us from not
daing anything. If you don't have a deadline, you
delay your task for later. In my case, | think | have
had good results by putting in a kind of limit, forcing
some rules on myself, it may not be the same for
you, but in my case it has a good impact. Or maybe
I'm just lazy?

The last point | would like to infroduce concems
memas. To get ideas, you need materials. | have
to admit | place memos all over the place. Hey,
that doesn't mean | write a lot of them, okay? But |
place them everywhere. | have three places back
at home (iving room, my private room and the
bedroom) and thvee others at my company (my
desk, my office and the meeting room). Why so
many places? Because | write everything in memos.
Okay, fine, that means | do write a lot of them. But,
at some point, | put them into properly written form.

% AV OUT

negative, and you become unable to create, and N
that situation no work is possible. So we go 1o the
next step.

Get rid of any consideration for your
snvironment and focus on you, on what you would
ike to do. You've started with anly negative views.
You need to stop them. You can do whatever you
lixe. There are no rules. Relax, and then the kdeas
shouid emerge within you. Then comes the tricky
part. You have to think why you've had these
ideas. What are their nspirations? The answer
to that should help you to broaden your outiook.
You should be able to establish links with the
market.

Interestingly, it is the antithesis of the cumant
for a market and find a game to it — here we look
for the game, and then broaden it to find an
audience. if you decide to try ‘niche marketing',
aming your game at a small section of the market
with a good chance of persuading themn to buy,
well, that's ore way. However, | don't believe you
should concentrate on that. Or maybe you should
try copying, but a faded idea has no future
whatsoever,

Can you place a deadine for coming up with
an idea? | want 1o be precise here: there can not
be no such thing. Again: there can be no deadiines
in the search for ideas! But there is a positive aspect

This is the most important aspect; my memcs
o into two groups: rings | can use and others that
| can't

Once | have a big enough group | can use, |
amange them too, into groups of ideas that get
along together very well, You try to create synergy

Is the edit process. | would encourage everybody
to find & recipe, a procedure adapted to your owh
needs

That's all for now. |'l retum to my thoughts on
game design again, but for a moment | would ke
1o write about something totally difierent. Recently,
| went to the Worid Hobby Fair at the Makuhari
Messe exhibition centre. It was a beautiful day,
and to be honest, | was very happy to go there.
Aryway, while | was walking down a comidor links
between areas of the show, | realised | recognised
someone in front of me. It was Hideo Kojima of
Konami. He was with his kids and he locked ke
any of the other fathers there. | said hello, and
asked him why he was there

"l came to the show sa my kid could get
something important about Rockman,” he said to
me In his Osaka accent. His son was holding a fiyer
of Rockman, Koiima turmed to him,

shihiro Nagoshi, president, Amusement Vision

“You don't salute?”

Prompted by his father, the child said “Helo™
o me, very simply, and quickly retumed his gaze
to the Rockman fiyer, clearly oocupying his mind
entirely.

“Your son doesn't play with Metal Gear?” |

“You can do whatever you like. There are no rules. Relax, and then
the ideas should emerge within you. Then comes the tricky part”

between them. Moreover, among the ones that
have been dropped because they didn't seem
usef, It is possible that some can be blended
together and revived into an interesting new idea,
which could then be integrated with the useful
Ideas, The entire process is like a big puzzle game
in which you match things together. You can keep
them, and edit again at & given time later, with a
new approach. While the time passes, some
tastes fade, and others stil offer a very strong
feeling.

This fitering process lets you keep the very
best elements from your ideas. It still refies on
your imagination, but if you don't apply this ecit
process senously you have nothing at the end
Imagine it as cooking. ideas represent your
ingredients. Eating them raw would not be wise
You need to cook them, mix them together, so
they farm a delicious meal. The cooking process

EDGE ¢

asked Kojima.

"Oh no no nol" he replied with a littie
laugh, looking at his son. "He's not interested
In that!”

It was the first time |'ve seen such a
gentle Kojima. This was not a serlous videogame
creator, showing off his fatherly mage, but
something greater. He was a happy father with
his son. He was sharing his son's dreams, dreams
filect with & creation made by & rival game maker
There was something o bright about that,
something that makes you forget about everyday
Iife, forget the werld, the world in which you
work to death. Shows are so good. Perhaps I've
been making too many memas.

See you!

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4



< 028

hese days I'm dead busy. | iry to keep

working and looking to the future, but |

aways have the feeling that I'm going
backwards, | must admit that everything is
baginning to get on top of me. My only hope is
that this column will be published in time {ust
writing this sentence brings me out in a cold sweat),
Why do | find myself in such a situation? In fact,
| am well aware of the problem, and that just
miekes me fesl worse,

Yes, the reason s that | just play games too
much. No, that's not quite nght. It is one game in
particular. My admission fs that | ive too much in
Final Fantasy X, the online RPG for PlayStation2.
| would like: to expilain why this game has had such
an impact on me and why It consumes nearty
every waking moment. But more importantly it has
reminded me of why | play videogames in the first
place. So, why am | spending so much time in this

virtual world? It is difficult to explain precisaly why,
but perhaps if | go back a few years it will help,

My very first encounter with a videogame was
when | was in my first year of elementary schocl,
Now I'm 29 so that puts s back 23 years to 1979,
Thinking about that time makes me laugh, but |
can still remember it very well. It was a significant
tima In my game [ife. You have probably not even
heard of the machine in question: it was Epoch's
Cassette Vision Jr. The console was ¥5,000 and
50 was the garne. Back then, this was high class
stuff. The game | used to play was Kikon No Yosaku
(iterally, The Man who Cuts the Trees in the
Mountain). Onscreen, thers wera two trees and,
moving your character, your task was simply 1o
cut them down. You had to avoid traps such as
birds' droppings and wild boars rushing at you, but
to do this you could jump. | also remember it was
even too early to call the wisual representation dot
graphics. | mean this was just a group of squares
yOU were moving onscreen.

Even so, | was very focused on that game. You
pressed a button and the character reactad in
realtime. This was incredible back than, Nowadays,
this seerms a very basic thing, but at that time it was
s0 much fun and | just couldn't stop playing the
garme, For me, It was like the cartoons on TV and |
couldn't stop watching them either, Linking the
console to the TV was like transforming the TV set

into a magic box. | really thought that. Of courss, at
that time nobody would use words such as
‘interactive’. | really remember this experience as my
first contact, the first ‘shock’ with videogames.
When | started high school, (in Japan this
happans when you are 16), It is strange but |
stopped playing videogames altogsther Music,
fashion and girls were the centrs of my new fife.
Why would | want to play games when there were
so many other distractions? But in fact, now |
reglise that there was something else lacking In
games. In Kikorl No Ybsaku pressing a button
made a character move. But the shock |
experenced when | was a chid was fading and
technology was growing up very fast. This gap
between the technology and me was certainly the
reason. Games were something for kids or a way
to pass a momeant, a way 1o enoy your fres time.,
Free time? By this | msan,  you amve few minutes

about the arcade of course, People discoverad a
new form of communication in the arcades. It was
something great, nearly new. It was a revelation and
ironically | felt as if | had finally become an adult.

But wait. since the shock | experienced when |
was six, and then 20 there has emerged a third
one. It was when | played the beta version of
Final Fantasy X for the first time. The date was
December 2001. Since then | have been hooked
and now the final version of the game came out on
May 16. Now we are at the end of July. Truth Is,
| have been Iiving for the last six months in my
adopted country, Vana'diel.

In the real world | have become ‘trash’. But
thankfully, | am recovexing and |'m getting back to
my work, to the reality. Yet | can't prevent this
paraliel world, Vana'diel, running in my head. First,
pressing a button made the character move,
second, 20 games become 3D and offiered &

TOKYO GAME LIFE

'erll'u

1b editor-in-chiet,

earfier at a rendezvous, then you have a few
moments to spare. For three or four years | was
thinking like this. Looking back now | can hardly
believe it

However, when | tumed 20, | experienced for the
second tims the videogame shock, This was

‘Game Wave DVD'

completely new dimension. Well, Final Fantasy X,
this online RPG, has provided the new shock.
Thinking about it | still have difficulty analysing it. It's
ke I'm in & very intense fog, This is hard because |
really would like to share my feslings, my exciternent
with others. So it is true that | experenced a shock

“In the real world | have become ‘trash’. But thankfully, | am
recovering and I'm getting back to my work, to the reality”

brought on when | stood in front of Wirdua Fighter,
which for me was the start of the 30 revoiution.

| was astonished, 20 characters were now moving
in full 3D with polygons. The flat graphics and the
fiat emvironments | used to enjoy now had a new
dimension wihich | can only describe using the
word ‘depth’. The “Z* dimension! My notion that
videogames were for kids or only to pass a bt of
frea trne died at that moment. | was ashamed that
| had held such a view for 50 many years. Please
forgve me.

Yet the realisation of this revolution resulted in a
videogame rebirth for me. How many hours did |
spend on Vitua Fghter? Let's just say | made up
for lost time. The visual impact was important, of
courss, but it was at this tims that | also discovered
the significance of the social side of gaming.
Videogames could become a vital tool for mass
communication and fiendship. 'm speaking here

EDGE 7114

and it is also true that many other players are
profoundly interested in this game. The reason for
this shock or exciternent is basically because it's my
job. But this doesn’t really expiain it. It's frustrating,
but I'm not alone In Japan. Many other people are
piaying the game for hours on end, but | don't think
they undarstand why they are doing it either.

Writing this column, the fog is getting stronger
and the wriling process is getting siower. | fesi as
though the time is passing slower around me.
Looking at the celing for some time, | decide to
tum the PlayStation2 on. A blue sky with white
clouds, the endiess network world is lying in front
of my eyes. This was my July Tokyo Game Life?
Or perhaps it was my July Vana'diel Game Lifa?
Which one | can't be sure.

Lupin Kojima is the sub editor-in-chief of ‘Game
Wave DVD', part of the Famitsu publishing portfolio
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Bumout 2: Point of Impact

Predictably, extended play of pre-release code
reveals another excellent adrenaline-filled ride

Some of the pile-ups caused by your initial collision

can evolve into complete chaos as civilian traffic fails
to brake in time - in-game replays accommodate this

ery litte of Bumout 2 was hanging
M together the first time Edge saw the
game: the levels (those that were
playable, that is) existed as singular entities;
the soundtrack hadn't been property
implemented; Bumout graphical effects were
being used as placeholder while work on the
new ones was finalised - it was difficult to gst
a great sense of structure.

Realising the potential locked within each
of the elements proved more straightforward,
and since then a significant proportion of that
promise has been burned on to DVD,
Elements having to undergo tweaking remain
of course, but certain aspects are already in
place. In terms of structure, for instance, the

“Edge can’t see players tiring

of chain boostin

their way

around the gentle sweeps of the
sprawling, busy Interstate 88”

032

game starts with Offense Driving 101 —six
tests with three pass levels a la GT licences,
which take newcomers through B2's
constituents (driving into oncaming traffic,
near misses, drifting, boost, getting air) before
caoliating these for a final, timed run.

Clearing this lifts the bonnet on the
game's previously inaccessible inner
waorkings: Charmpionship, Time Attack, Single
Race with the first introducing point-to-point
and Face Off rounds to break up the routine.
Of the new modes (see E112) Edge has only
tried the Crash option which already exudes
the addictive qualities of a robust mini-game,
no doubt helped by the decision to stick to a
challenge-based approach.

A more general, yet crucial contribution to
the evolutionary work clearly evident comes
from Criterion’s audio departrment. While it's
the improved polygonal engine from the
visual/aural brotherly duo that is likely to
receive all of the attention, the sound is the
one that should be on the podium. This time

DRIVE FAST.QVER BUMPS

the writing of the in-house soundtrack has
shadowed the game's development and as
such sounds more integrated than Bumout’s
rushed offering; Melodies aside though, it's
the team’s solution to the boost process
sound effects that has really transformed the
aexparience: press R1 and the delicious nitro
swish (think 'The Fast and the Furious')
instantly kicks in, the engine noise dies down,
drowned out by the music that assumes
command of the aural controls —a simple
approach but the resulting rush really
intensifies the player's sense of engagement.
Although not finalised, track design is
more adventurous than in Bumout, with a
higher number of hotspots for players to
negotiate. Generous drifting opportunities
through some very fast curves Is just one of
the ways Criterion hopes to facilitate the filing
of the boost meter so as to encourage
gamers to spend most of their driving time
with the nitro on. It ensures the quintessential
Burmout experience (and most interesting
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Human traffic
Another area to be enhanced is the way the
CPU handles civilian vehicles. Cars, vans
and lomies again swerve out of the way, flash
their lights and are a lot more comfortable
with horn usage. In Burnout, their reaction to
your own kiaxon was a little disappeinting so
hopefully the effact will be more noticeable
this time. But at least the illusion of living
breathing traffic is better achieved now. Also
convincing are the crashes which display a
more organic feel - although the chassis
Obwviously still work in progress but the visual quality is a notable improvement over Burnout. The new model would benefit from more distortion.
focus on boosting is obvious — good players shouldn't spend much track time below the 140mph mark
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Shox

Format: PlayStation2
War: ic Arts

EA hopes to recreate the shock of the new by going
back to the arcade roots of rally driving games

Early p code looks p ing, though the
handling could be a bit more hyper-kinetic to match
the arcade ambitions clearly held by the developer

Going underground
“Multi-layered over the top au
=xcitement as tires
5 (sic)
trumpets i ng gumph. But in this
, the gumph i
the involve

Underground. Be
2Ds by the likes
Emerson, the label h

[
Fid
I

Although there are some similarities, Shox is more
than just a lazy rally extrapolation of SSX, though
there's every possibility that it might match the
quality benchmark set by the original Big franchise

t would be all too easy to dismiss
ﬂ Shox as just another variatipn on an
SEX theme, this time on four
wheels. Particularly after Freekstyle (reviewed
in E113) recently demonstrated EAS
willingness to dust off the trick combo/speed
boost dynamic and sprawling, expansive,
courses that characterised the original, and
so far best, product to have been released
under the EA Sports Big label. Certainly,
Shox retains the snaking fracks, the down-
with-the-kids soundtrack and the hyperbolic
handling of its predecessors, However, it
4also deserves to be seen as an attempt to
re-injgct a little bit of arcade-styled verve into
a rally racing genre that, in recent years, has
come to equate ‘arcade handiing' with an
unedifying degree of unrealism

It was this bid to reciaim the once rich
arcade racing tenitory that prompted Shox to
be released under the Big label, and one of
the development team's mantras has been
“every comer sideways." There's still a bit of
polishing to be done to the handling to
increase the sense of speed and exaggerated
comering, but it's already enjoyably over the
top. Shox Zones also serve to up the arcade
ante, requiring players to travel between two
gantries in speed and style to earn either a
gold, silver or bronze ranking. Indeed it's not
just about coming first in multi-car races;
coming first with panache will earn more
points, which can be gambled in head-to-
head races to unlock new vehicles.

Thankfully then, the unduly mean-spirited
structure of 55X has been reworked, and
though not all of the four championships are
intially unlocked, each championship is
planred to consist of around six tracks —
providing plenty to play with from the very
start. These, of course, cover icy conditions,
desert fracks and jungle roads. And, as with
any seif-respecting racing game these days
the 24 vehicles on offer are all fully licensed
from the likes of Audl, BMW, Toyota, Subaru,
Lancia, Ford — and there's even a prerslease
Porsche thrown in for good meastre.

For those who are lucky enough to own
a Multitap, a fourplayer splitscreen mode
rounds out a package which, as you'd expect
from Electronic Arts, is shaping up to boast
deft production values throughout. Edge is
certainly optimistic that spectacular crashes,
big jumps, a vibrant, colour-rich aesthetic

nd extravagant handiing will eclipse the

disappointment of Freekstyle. However,
there is still some work needed to W
maximise the sense of arcade abandon "ﬁ%




Format- PC

Battiefied 1942 s

Heleans; Summer

Could this spectacular vehicular WWII really IE:ro».re to be the most important shooter
amongst the PC online crowds, or will it go the way of Vivendi's failed Tribes 2?

certain type of PC gamer wil
A | remember the mediocre Cogename.
| Eagle, a decent implementation of
vehicies in the PC firstperson shooter genre,
bt also a disappointingly mediocre game. In
2002 the same team s retuming to the
imelight to lead EA's attack on the
muitiplayer end of the PC genre. The logical
successor of Codename; Eagle is the
explosive and lavishly good-looking
shooter Battlefiald 1942, Early showings
wowed the PC press, but it's hardly
guaranteed success, In such a busy secior,
this is an ambitious title
The game does feature some singlepiayer
glements but, as has become typical
of multiplayer focused PC games, the tactical
and teamplay skills of the Al is going to be
relatively weak. Singleplayer modes might be
hyped, but they're still just practice for the
essential human versus human action on
Internet or LAN gaming
Battiefield 1942 offers a wealth of
entertainment 1o those who have already
invested time and money in online gaming.
It's a team based wargame that offers a
large sslection of vehicles, from tanks and
planes throu battleships, 35 in total
Piayers can play smply as diffierent classes of
infantry or to work as a unit to operate the
larger ang complex vehicles. For thosa
people who've yet to experience the organised
chaos of online team gaming, the game will

likety seam more than a little daunting.

What also remains to be seen is just
how wall the huge scale of the game will
t B4 players. Other developmant
tsams have pul lorward similar ideas
{nctably World War I Onilir
potentialyRun of ple
ams and vehy
Recent larc
themselves floundenng thanks 1o a
lack of players.

Earty playable beta code and demos
of Battlefield 1942 look promising, but it's
going to be the raw time of tactical play
amongst the PC hardeore that will determine
the real worth of this ambitious title. It seems ' i " Sy 10 ‘(lem\
likely that those of us who hanker for ST
immediate gratification will be wise to look

work with

) that have seen
yers taking up

in online camage.

als efforts have found

eisewhers, especially if we live within L
E : FZ,
Europe s mited ganung audence.

There's a big emphasis on the use of vehicles in Battlefield
1842 but the game's class-based character system provides
variety for small-arms combat for up to 64 lucky players
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The Thing

Twenty years on and man remains the warmest place
to hide as Vivendi’s alien-infested arctic draws closer

the game's most intriguing aspect

most inconvenient moments.

Variable levels of intra-squad trust remain a
potentially powerful survival horror game
mechanic, but Edge is concerned that The
Thing's level design may be too restrictive to do
such an intriguing concept the justice it deserves

unpredictability.

polishing to be done.

layable FC preview code of the forthcoming videogame sequel to

Jehn Carpentar's 1982 celluloid opus recently alowed Edge a

chance to glean a clearer picturs of how the game's unigue blend
of survival horror and trust management will work in practice. And though
it's still too early to tell quite how effective the Al system will work, it remains
particularly given the possibility of
sguad members transforming into a malevolent fleshy monstrosity at the

It's a shame then that level design seerms, at this stage in developrnent,
quite prescriptive. Rote learning of sequences and solutions appears to
be the order of the day here, while difficuity levels seem quite arbitrary —
perhaps in an awkward attempt to amplify sensations of tension and fear.
A clumsy control interface is also undssirable.
Nevertheless, a remarkabile fidelity to the original
movie locations, and viscerally satisfying
implernentation of the flamethrower do
conspire to hark back to the psychologically
taut magnificence of the film, and the nagging
fiear of overexposure to the arctic climate
heighten the sense of panic and urgent

All well as good, still, if the rich potential of the
license Is to be met, there remains much =

Format: PC, Xbox, PS2
isher: Vivendi Universal
Developer: Computer Artworks
i " Origin: UK

~ Release: Q3

Previously in E102, E109

As you'd expect from a developer with the track
record of Computer Artworks, the game is
graphically impressive - and indeed authentic

B

Format: GBA
Publishar: TBC

-[-)e'zFJIODBE Gatehouse Games
Crigin: UK
Release: TBC

Love RPGs, but tired of turn-based combat? Meet Gatehouse
Games, a group of ex-Core coders who feel exactly the same

Bafnar e warwemway

While the overhead viewpoint is typical of RPGs,
SpiralStone's world is more dark than comical.
Spellcasting is certain to play a big part, as is the
Diablo-style compulsion to locate rare items

Previously in E113

limpsead in Alphas last month, SpiralStone is an BPG that departs
@ from the turn-based archetype. “it seemed to us that many of the
reasons for RPGs to be turn-based were historical," says
Gatehouse Games director Tom Scutt. "Old consoles couldn't handle

moving large numbers of enemies around, so the easy way was to not have
them appear at all until you got to a combat screen. With efficient coding, the
GBA is easily powerful enough to handle realtime." Hence SpiralStone’s
dynarmic battles, which can have up to 15 enemies on screen at once

Mélée combat is simple, but behind the single button Gaunilet-style
attacks lies all the stat-math that RPG gamers have come to expect. Here,
though, the calculations are hidden, and while expert players will want to
match their style of play to their stats, RPG newcomers should find the
game more welcoming than mast. Another
strong point is its non-linsarity. One route
through an infested dungeon might be simple
slaughter, another to use stealth and invisibility
potions, or to lure enemies into a trap, or to
make them fight amongst themselves with
confuse spells.

“We were inspired by Diablo, Everquest and
Zelda and we think SpiralStone is a mixture of all
of those with a lot of new stuff thrown in,” says
Scutt, causing three separate kinds of =
dungeon crawter to salivate.




Releass 03 2002

Mutant Stom —

PomPom, the two man development team responsible for Space
Tripper, returns to prove that PC gaming isn’t all click click click

ut of nowhere came Space Thpper, searing twitch-gaming on

=
| () | aformat whose reputation, in recent times
|

as been more
b —
—1 cerebral than instincti

sed on C64 classic blaster Uindium, it
was the best shoot 'em up the PC had ssen for years — uftery without
pretension, but with perfect controls and as pure as snow. Mutant Storm,
PamPom's follow-up stick

to the same oldskool design method, but this

time the studio quotes its inspirations as Aobotron and Smash TV, Most will
know what that means: eight way movarmant, aight way fire, claustrophobia
and panic.

Or just take PomPom's desaription. “Every new level gets harder, faster
and ever more crowded with enemies. If it maoves, shoot It If it doesn't,
shoot it. No planning, just instingt.” Threae methods of control are currently
Implemented. The dual sticks of Robotron can
be mapped to pad or keyboard, FPS fans can

control movemant with the ke

direchion of fire with the mo

Inspired one-t method le

the direction yox

Equal parts spectacular and frantic, Mutant
Storm sticks to the clean polygons and thematic
transiucency that made Space Tripper so
distinctive. Hopefully it'll be every bit as good

traveling in. it's
something from Minter; his work continues
offer collage fury, and while PomPom's is cut fron

a different, shinier, polygonal cloth, it rests on the

same principle; pL

If PomPom can find a willing publisher, a
(P y y ple} port to the living
room twin sticks of the Xbox could be possible

wants, and thankdully,

interested in providing

e Summer
Aously In EI.'.\\

Format: P82, Xbox
Fublisher: Activision
Devesoper; Mucky Foot
Crigin: UK

Mucky Foot turns to control scheme to unlock uberviolent
idiosyncracies of Marvel's celluloid anti-hero

1 Lcky Foot certainly seems to have g hell for leather to capture

the guintessentially ultraviclent ethos of Marvel's halt-man
half-vampire hero, A series of elaborate finishing moves, for

axampile, see the camera swoop round to catch a comprehensive glimpse

nnovabion though, Is-a control S,

sad of having to

Donousyy fum and f

aftacker, this control scheme allows a speedy response N any direchic

real measure of Mucky

Combat is, as in the movie, fast and fluid, and
switching between the various weapons and close
combat moves takes little effort thanks to the

game's responsive and innovative control scheme

enemy Al will present a s
challenge. Ifit's done nght, Blade Il could be
the most successiul 3D adaptation of the

scrolling beat ‘em up genre. If it's not, then it wil

just join the swollen ranks of quite average

Judging by the amount of claret being spilled,
Blade Il remains remarkably faithful to the stylish
violence that characterised the movie licence

thirdperson action adventures based on

lucrative licenses.
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Seqga GT

Format: Xbox

Publisher: Sega

Deveioper. Wow Emertanment
Tl Ongen: Jm;i;

Relsass: Q4

It may have a photo album to store snaps and a damage meter, but

otherwise, Sega’s tuned-up car collecting title is looking slightly staid

Many car manufacturers have given the stamp of
approval to Sega GT. These include Toyota,
Honda, Audi, Mazda, Dodge, Ford and Nissan

A

before in other Xbox driving tities

In terms of tune-ups and garage options you
can expect a gamut of upgrades; EMC chips,
sport exhausts, turbos and weight reductions,
etc. Again, it's all very Gran Turismo, but with
siightly less polish in its presentation

With over 125 cars, replay options and a
garage photo album, Sega GT is likely to offer
Xbox gamers the kind of racing sim depth PS2
owners have become accustomed to. But will it
prove more satisfying than Polyphony's ég
efforts? Prognosis remains doubtful U=

truly astounding driving game has yet o be released on one of the
next-ganeration platforms. Unfortunately, Sega GT is uniikely to be
that game. Although offering excellent options, such as the chance
to race classic vehicles from the '60s, '70s and "80s in the Chronicle mode,
Sega's effort to out-Polyphony the Gran Tunsmo series feels a bit ike a cheap
Alastair McGowan impression, Licence tests, grids containing only six cars,
even final position rankings in bright orange are all a bit too familar,

It's a pity Sega has faied to stamp Its presence on the GT concept
because in other areas the game could well excel. Although the handling still
feels a touch bouncy, it alrsady shows more refinement than that found in
Sega GT Homologation Special on Dreamcast. Visually, too, there's some
good detad, though there's still the washed-out glaze we've axpenenced

Although physical damage does not appear on
the car, a damage meter goes down whenever
your vehicle gets into a scrape. The cost of
repairs made to the chassis is then taken off any
winnings you may have gleaned from the race

Geoff Crammonds Grand Pri

Format: Xbox

Publisher: infogrames

~ Daveloper: Symeny
w Origin: UK
" Release: September

The quiet man of codifg returns to the ring with what many are hoping
is the first authentic F1 driving simulation to come to a console

T

consaie for the first time deserves comment.

Present code suggests that thers's very little to separate the console
version from its PC counterpart. Handling remains delicately balanced with
the minutest adjustmant to the physical dimensions of your vehicle hawng an
immediiate impact out on the track. Driving aids can be switched off one by
one. easing the player into the simulation, and those who hanker after
absolute realism are able to set up the car to the specifications of each
individual track. Although all the officially licensed cars, all the tracks, pit crews

and track marshals will make it into the final
game, the visuals, whila more than competent
do lack a certain pizazz. Certainly trackside
textures lack depth and detail.

Yet it's ironic that the most dynamic F1
litle comes to Xbox just as the sportisin its
somest state for years. Indead, it was the
struggling Armows team that provided all the
technical assistance 10 make the game so
authentic. Let’s hope the final build will provide
more drama than this season's F';' :
Schumacher-dominated borsathon. =

040

he PCversion of Grang Frix 4 has alisadly gamered impressive
review scores the'wardiovessAnd while Edge is stil reiuctant to
cover the spor! - because it encourages tired yearly seguels -

Geoff Crammond's decision to bring the most authentic racing senes to a

EDGE

As In the previous Crammond Grand Prix games,
driving aids can be taken off incrementally to ease
you into the stresses and strains of F1 driving.
Although the cars are beautifully modelled, the
track and trackside scenery is a littie bland

As you'd expect, animated pit crews make It into
the game. In Grand Prix 4, however, several pit
crews can come out to tend their drivers' cars



Pre%m’] / \lphas This month’s announcements and updates...

C&C Generals Gekido The Revenge of Shinobi Unreal ||
Format: Game Boy Advance _m Farmat: Game Bay Advance Format: PC
Publishar; TBC Publisher: THQ i i Pub!

Developer: Napstream Developer: 3D6 Games

A chance for Westwood's realtime strategy Originally a pretty but ultimately flawed attempt Ninja fever continues with the assassins now Judging by the latest shots, Legend appears to
franchise to shine again. This time it's brought a at resurrecting the scrolling beat ‘em up on the snaaking into the handheld market. Expect be enjoying itself. The release date is still TBC,
3D engine along hoping to enhance immersion PS, a change of format could suit the game well traditional platform action later this year although it is expected before the end of 2002

Riding Spirits Need for Speed Hot Pursuit 2 Turbo Turtle Adventure New Woaorld Order

Format: PlayStation2 i Format: Game Boy Advance Format: PC
Publisher: Bam! Entertainment j

Overtakes GT in terms of attention to detail and The first NFS title to intigue Edge in years, there Lying somewhere between Marble Madness and Another day, another PC FPS with an emphasis
the PAL version is expected to undergo a series would seem to be a little more here than just the Super Monkey Ball, TTA doesn’t look pretty, but on team-based multiplayer. Obscene levels of
of improvements over its Japanese release predictable selection of autc ive exotica has a simple - and compulsive - inertial charm realism should ensure success amongst the anal







Inside...

Bits Studios

From classic arcade ports to modem stealth 'em
ups and GBA strategy games, Bits Studios has
perhaps the most diverse line-up of any British
developer. So how come no one’s heard of it?

y: Nick Wilson

Interasting liorary

nis Nilsen once i

several Bolt projects: helping

orversions of Pac-A

1 developing a g

NG an early aemo o

around the stands, he ad deals 1o port
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New visions

Through Thieves Worid, Bits is currently exploring
the possibilities of the Xbox Vertex and Pixal
Shaders, key visual effects components of the
machine's GPU and nfiniteFX Engine. As Katan
explains, “Not that long ago, you only had a few
states to play with to control a graphics processor,
nowadays you get real asm-grade languages. This
iets us control what happens to what we display
from the high-level tasks such as lighting to the
operations camed out on every individual pixel
drawn onscreen. The flexibility is awesome, the
limits of what you can do with this are still to be
found, | think

One very visible use of the pixel shaders in TW
I8 in special vision where we wanted to attract the
player's attention to some elemeants: the pixel
shader applies a gamma ramp to the intensities so
as to increase contrast without range loss, and
generate a shade of green from this. It also
analyses the colours, isolates what Is red and
applies another, steeper, gamma ramp on it,
keeping it red. Depending on which is the more
intense, It picks a value or the other. The resultisa
mode where everything that is white or red stands
out from the image that otherwise is not much
more than a traditional night-vision.”

FAQ

Company name: Bits Studios

Founded: 1990

HQ: Cricklewood, London

Number of employees: 55

Projects in development: Die Hard Vendetta,
Thieves World, Jet Riders, Wizards, and
anunannounced GBA titie (see texd)

€ 044

make grand promises to potential buyers early
in the development process. "It also means
you get a better deal,” he points out,
conspiratorially. The system Is obviously
waorking - Bits now employs 66 staff and has
an ambitious five projects in development.

Police...
Having worked on a muititude of film icences
n the '90s, Bits is retuming to the much-
ed oeuvre with one of its key projects,
mising GameCube FPS, Die Hard
Vendetta. Action takes place a few years after
‘Die Hard With a Vengeanoe' — John
McClane's daughter joins the police and gets
kidnapped by terrorists who turn out to be
under the control of Hans Gruber's sons —
Gruber being Alan Rickman's high class Euro
thief in the first film. The script has been written
in conjunction with Fox and contains plenty of
typical Wilks one-liners, as well as recognisable
plot elements and characters from the series
(Dick Thomburg the TV reporter and the
Nakatomi Plaza are back

Vendetta Is a firstperson shooter, but Bits is
aiming to squeeze mora from the genre than
blood and bullets. Foo talks about rich
characterisation and pientiful stealth elements.
As in, say Deus Ex, there are always two ways
{o clear each of the 11 levels - a sneak about
in the shadows method (which can involve
disguises and hostage-taking) and an all guns
blazing method. Set-pieces include
warehouses and factories as well as
recognisabie versions of famous LA locations —
the team wanted 10 capture both the fiavour of
the city, and its intrinsic werdness 1o outsiders.

There are some nice little detals already
evident. Saving members of the publc eams
the player ‘Hero' paints which can be
accumulated and used to activate a siow-mo
feature, similar to the one In Max Payne. While
in Hero mode enemy movemeants are slowed
down so the player can take out more targets
and dodge bullets - plus, in an allusion to the
s, Beethoven's "Oda to Joy" plays in the
background. There's also an amusing fatal
bullet feature. Take out one of the game's four

filrr

Gameplay in Thieves World is based around
avoiding detection, so the character has a
range of moves allowing her to explore
inconspicuously. In some areas alerting the
guards means ‘game over' immadiately

bossas and the camera follows your final bullet
in slow-mo o its destination, Gratuitous and
not new, but nicely cinematic.

...and thieves

Another major original titie for the studio -
this time unaccompanied by the safety cushion
of a lucrative licence - is Thieves World
{working title). Set for GameCube, Xbox and
PS2 release In Q1 2003, it's a thirdperson
stealth adventure following acrobatic cat
burglar, Tura, on nine robbery missions through
a futuristic metropolis known as High City.

Although at first these tasks seem
unconnected, they are linked by a conspiracy-
style backstory revolving around a shadowy
mega corp named Tekhne. Apparently, Tura's
father once worked for the outfit producing hi-
tech military equipment until he was killed in an
accident. The truth about his demise and other
dodgy corporate activities are of course
revealed in cut-scenes as you go though.

The range of steely sci-fi settings includes
museums, laboratories and, appropriately,
seemingly Impenetrable bank vaults — all
teeming with security droids, guards and
CCTV systerns. Naturally, the player gets a
range of gadgets 1o aid in the infiltration
process, including a retinal scanner (to captura
the ocular data of security staff and use it to
open doors) and a pair of multi-use special-
vision goggles, that can see through walls and
under fiooring to spot hidden traps, hidden
enemies and hidden connections between
objects. For example, in one room you may get
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This is far too many enemies for John McClane to take out in one go, Instead, creep up behind ane, knock him out and drag
him away. Soldiers can even be used as hostages, but make sure you get a commanding officer, not an expendable grunt

Wizards employs the cute 2D visuals of an old SNES
RPG. many of the bulidings are destructible offering
hiddén routes through the landscape

LAPIN]Y S

Jet Riders uses a Super Sprint-style top-down view to
provide not dissimilar quirky, impulse gameplay. You can
spray wash on a tight turn to knock over scenic objects

<€ 046

elements from Wave Race 64 and Tony Hawk's
Fro Skater. The singleplayer mode takes in
both race and stunt stages, the latter offering
grinding, air barrel rolls, tail stands and
sornersauits through button and direction
DR-CowWn view, is

combinations. Racing, via
surprisingly authe On comers, the craft
slides right i er and you have 1o get
used 1o using momentum to your advamage.
The shoulder buttons act as quick turning
dewices (or pressed together for a spesd
boost) and masterning these adds more depth
to the handiing esmenance,

it's a nica fittle game, boosted by the
a fourpiayer race mode which only
requires one cart. The GBA racing genre hasn't
been saturated with quality titles yet so there's
plenty of room for a quirky newcomer.

NCUSON

Evil sorceress
Siightty more ambitious perhaps Is Wizards a
clever combination of ATS, RPG and Gauntist-
style arcade romp. Here you're an arch wizard
battiing agamnst the evil sorceress Kun-Mara
whose forces are gradually taking over the
kingdom of Talismania. You begin
amy in the south of the kingdom and must
chioces your own route througt

cavermns and castles to the mountans in the
LEting, or exhuming (via magic), new
icdhers can be broken

ple guard or

they'll also fire, en masse, in any direction you
piace the cursor, or in all directions if you put

the cursor in the middie of
allowing multiple beas
one sweep. It's a fun

your troops,
to be taken out in

em, the screen filling
with projectiles as your warriors do battle with
sundry dragons, grim reapers and goblins (who
amusingly pick your soldiers up and eat them)
The game contains two collectible
resources — gold and karma. The former Is

hidden throughout the landscape and can be
lls. Kamma is a kind of
magical force sucked from vanquished foes —
when your karma meter is full, you can perform
he purchased sp Along with the:

, exploration and resource

used 10 buy new ¢

promising puzzie and
aps even trading elements (piayers may be
vap units and spells with fnends).

offering various gameplay modes.

it's another rather promising project.
apparently offering both depth and instant
playability va the simple yet exhaustive cursor-
driven interface. The cute visuals are

reminiscent of Link's Awakeaning at times, and
the gameplay seems to hover betwesn
Nintendo's classic Game Boy title and the
more recent Advance Wars, Katan also
reckons it's really pushing the GBA hardware,
“Just the idea that you can have 100 units
moving at the same time on a GBA, who may
be shooting, collicing and navigating within the
environment while the game run at 60fps is
very cool, To achieve this, the whole game has
been written in ARM assembiler code. The use
of scaling sprites is also nice, mixed in with the

spells, and layered graphics to give you a feal

of 3D wew. You have to see how much goes

at the same time onscreen 1o fully

one more GBA title in

slopment at Bits, a high-profile old skool
on which sadly Edge is not allowed
out yet. Rest assured, veteran

gamers, espedcially those who frequented
arcades between 1985 and 1087, wil

definitely be interested. Even without this
potential gem, the line-up is solid and varied.

It's a long journey from anonymous conversion
house to recognised developer of original

titles, but Bits is on its way, Edge may =
one day have to return to Cricklewood. {@?:
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between a bestseller and a bargain bin has-been.
Edge explores the influence of the full package and takes a look at
some of the best (and worst) examples of the form

Boxart is not always high on the list of priorities for a publisher, but
the final presentation of a videogame can mean the difference
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ideogame outiets are a lot more inviting
than they used to be. Gone are the
frayed campets, dilapidated shebving units
and the sort of aroma that only pervades around
groups of teenagers, That sterectype is a thing of
the past. Since videogames became big business
every aspect of the process has been overhauled
Ini a bid to mave with the times — and sell even

rmore units — publishers and retallers have
increasingly concentrated on developing the
appeal of the final product.

“When a consumer walks into his or her local
store, they need to identity with the product and the
last line of communication priar to purchase is the
packaging and supplementary POS [point of sale],"
states Russell Uttley, direcior of design frm
Department. X, which has developed boxart images
for some of the worid's most proliic games, including
Silent Hil 2 and Metal Gear Soiid. For Uttiey the
power of the final image can't be underestimated,
“With such choice, the packaging has to make the
fight statement and s integral to the overal
communication strategy. in the battle for consumer
attention each pack art has to tell its own story and
stand out against the competition,”

But powertul design imagery, impactful POS
atedals and specifically tallorng products to
enhance sales In every temitory were not always
uppermost in the minds of videogame pubiishers

EDGE

e I




Dare-Dreasts JOIman, Even |
magazine's arf aditor, Oliver Frey, was a ittle

surprised at tha image. “Thams

o

(53]

during the dawn of the industry. The fact is,
early videogame packaging was terrbile,
much of it compounding the view that games
wiere only played by socally inept teenagsrs

Wiiness the artwork for Legend of the

Ameazon Women. It was a particularly poor

80s and many peopie found the artwo

tasteiess. More disceming minds o

art for a better reason: the
physical drawing was shockingly bad

Bob Wakelin s one of the n
artists from that era. Commissionad by Ocean

W0LsS

betwesn 1985 and 1980 he creatad some of

the most dstinctive and coll 3 art from
the penod. He knew all too well the standards
of the time. “The art around when | started
was tamibie,” he states. “There was very litle
that made an impression on me-and a lot of it
looked amateunsh.” But Wakelin was realistic

what publishers and players wanted

alx

“Big explosions, big guns and big tits. But
there was only S0 far you could go and rmost

of the games didn't involve female chamacters

anyway. it was only occasionally that | got the

chance o produce softcore pom.”

S sl 'H!i.(

WIShE AT
A, i

Despite the inclination to stimulate teenage
tantasy, Wakelin's ant cid exucle a charm often

rmissing from nvals’ work. And unlike the lead

tmes given 10 today's dasigners, he would

produce the

15t two or three days T
artwork for a full game package. Now the

process is much more controlled. Sometimes
the artwork for triple-A products is considered

a full 12 months before the game is due for

se. However, Ir

51 cases, fhres 10 six

Locals acts 10 the tastes of particuiar

larger budgets to ensuring maxdmum sales

| in each key region. “The American

MErket 1s a more "n your-face’ market 1o
design for,” belleves Uttey, "Whereas the

European market tends 1o ba more rafined

and subtie with Its approach. But even then,

¥ usually have the sx major temtones’

opinions to take on board whan you're

CONSICE

aring & pan-Eurcpean campaign. The

main afterations we have had to make

recently is o

SCUNNG Waaponry — Qurns in

particular, The American manket I8 cumantly

advocating obscuring guns as much as

possible on the covers of their games, be it

h a loge or cropping it off the pack. And

Germany has very strict censorship laws

when it comes to guns — you can't produce

any imagery where the character is ponting

the gun directly at the consumer.”

Kenji Kanno, procducer and designer at

Sega’s sub-division Hitmaker is acutely aware
of the differences between tastes in the sast
and the west. “in the case of the North

Amencan market the pac 3 kind of ad

where you ses the game feature and the

10go,” he asserts. “The colours and layout are

his objective. Conversely, the

Japanese package 5 not a tool but & mix of

the game essence and the ad. In stores you
will find an additional alement 1o catch your
ayes - different from the game Itself, So in
Japan, you will find a greater importance
concerning colours and layout.”

Noticeably the boxart for many Xbox titles
has not been altered for European tastes
Certanty, the artwork for Halo, Munch's
Oddysee and Blood Wake axudes a brash
Americanism which underfines Microsoft's US
identity. Although other titles such as Amped




pernap

in recent memory. Harvey Lee, Microsoft's

European firstparty markeating manager sidrts

around the issue W initial LIS and

European Xbox artwork is the same, but

offered hope for the future. “Xbox packaging
In Eurcpe is alrsady evolving on a more local
basis. The @unch tities are great and we ae

very proud of therm, but ¥
real depth coming through in our firstparty

porticlio in the future and the European

VE BvEn Mmore

packagng will reflect ths

\dence

Ihe state of modem videogame art s
cenanty inconsistant. For every ico, thare will
be 100 boxes with lazy renders set into r=hef

by orange and yelow expiosons. The maor

publisher urming o Independent design
studios more often, not just to get a fresh
perspective on boxart, but also to help

produce cutting edge POS matenals for

retaders. Precictably, it's the retallers that call
the shats on which tiles to promote and to
what degres

"We coordinate our POS on & weekdy basss

with & mark;

g schedule,” states Anna

Macario, head of marketing for GAME Group
Ltd. “Products are alocated areas in store
ranked in order of prominence. Space 5
gllocated In gradings, from front wincdows to
gondola endls and standees " POS, too -
though it only has a fiesting appsarance in
shops - pays dividends to design companies.
Although creating boxar can raisa the profile
of‘a design comgpany, it doas not aways
prove to be especially lucrative, One wall
established consultancy — which wished to
wous - tokd Edge that a major
thirdparty pubsisher pasd densory sums and it

rEmain anony:

“was insulted by the amount of money it paid
for boxart," The indignity was only
compounded whean the publisher gecided 1o
play it safe with the onginal Amencan design
and dropped the company's European
treatmeant at the final hour

Jonathan Taylor-Horne at Suoiming

oo awars of the difficuities that come with

creating cutting edge POS matenals. An

Smply due to time constre

wi wera gliven were low re

get some location shots around an old castle

in Britain, We wer= going o hie s

machines and planned on having peopla shot

omed haimet and we would

hawve shot Yorda with a cloak. We had
photographers and locations all set up, but it
never quite happenad. For the end product

ad 1o spend a lot of time re-rendening
the images ourselves, so a poster from five

teat away would look alight.”

SAME Group conduct eys on the

power of packaging and POS in its stores,
and though it was not willing to reveal
numbers, the company is cominced fhat

poweriul imagery desply affects consumer

decsion making at the final moment of
purchase. But many designers still believe
that the ndusiry has some Caiching ub 1o 0o
“On the whole the stancard of anwork is very
low, verging on the insuiing, when you
cornpare it 10 the mussc and fim industry.”

vior-Home. “With POS, adverising

and bovart there stil seems 1o be a "haven
wa always done 1 ke that —why change?’
ces are baginning to
change and designers are uSing diffarent

outiook. But at

forms of convergent media and axecuting

those ideas much better” Hopstully such an

outiook should tring abot an influx of

B0 imageny

into game stores

Greek love

Bob Wakalin found that examples of his

work was unepprecated by more sensithe \

letters cama into Oosan abot

Poopa wore actuslly sasng things in the

dustration thel weren’t thems. The female

The stunning
draughtamanshp evident in
Capcom's later boxart {ses
pS7) was lacking in these
early efforts, The Elits and US
Goid versions of Ghosts 'n
Gobiins and Ghouls 'n
Ghasts, in parficular, lack
varve and reveal a laughably
poor drawing competanca.
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Atan would unashamed|y tap into any
popular trend if it would halp shift unds. The
alien hunting titke, Xanophobe, offered a
wonderful cpportunity fo mimc the work of
HR Giger on its box fronl. Ridley Scoits
‘Alien’ had been reloased |ust a few years
praviously and Giger's work was gaining
influence the world over. Obviousdy, no
permission was asked, and as you'd expect,
the lkeness is manaly ‘cCoincidental’




Ultimate:

sport
WIS BNCased
QEITHES WO L

the aarly- to mi

] o -,i'

¥ fuﬁn
e ¥

YL

Pre S *

-

T A
MY RIS ARY I

v B o d #

Some of Ulimate's sarlier games,
inchutling Jet Pac, Lunar Jetman,
TransAm and Cookie, were released In
the standard tape cassetts boxes. Thoy
ware a little cheaper but lacked the
Impact of the opulently boxed games
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Nintendo Co Lid:
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Judging the

ine sales potental of a

assantial to maximising

videogame. Nintendo's dominance of the LIS

market with the NES clearty taught the
company a lot about the values which drve

Amenca’s youth. Regardiess of tha minor

changes that are made for games such as
Mario 64 and The Legend of Zelda: Majora's
Mask, NCUs internal desian teams have always
emphassed the fun aspects of its games. In
essance, the boxart communicates the
abulisnce of the actual game, Although some

consumers will forever sidelfine Nintendo

{because of it sived kiddie image) the
company continues to reject the easy render

for itz GameCube fitles.

Shigeru Miyamaoto began at
Nintendo as an artist. His disfinct
style has influenced Nintendo games
and artwork for over twa decades

Art fighting

A=JC= D=
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) Just a few axamples of
L' Nintendo LS and

| Japanese artwork.
| NCL's brand values are
. maintained no matter
how far & game travels

SUPER FaMCOM

Capcom's flamboyant
Japanese Strest Fighter ||
artwork ([complete with mad
elongated limbs) was rejected
in the States for a mone
realistic interpretation.
Although hardly surprising, it
would be good to see more
original Japanese artwork
make it over to the west,

SHVC-ZL
FU—=I\W IRy

Thera's a significant difference between US and Japanesa
baxart. Go Go Trouble Makers (above) and Animal Leader
({below) prove just how radical Japanese boxart can be

The full package

My Driter 2 with GBA box

Super Monkey Balf with GC box

It not surpising to discover that packagng in Japan ks approdmately 25 per cent smaller than in the US and Europe

GarmeCube and Gama Boy Advance packaging is particulary cute snd Japanese consurmens place rmuch mors empnasis

o good design than a game that mersly dominaies aict pace on a retal shelf. Smaler boxes also have

ruch mare imited than in the west.

prachical funciion: Japsness homes are smalier, and thersfors storegs space =




8|

Ll
21}
"5

15-BIT CARTIIDGE 10T CARTRIDOE

Busranrrms bt

Sega's Mega Drive artwork was largely targeted at leenagers. The Revenge of Shinobi, Sonic The Hedgehog, Sonic Spinball and Dr Robatnik's Mean Bean Machine all create an

Impression of fun and vitality. Thirdparty companies, such as Traasurs, were encouraged by Sega to develop games with a similar tone, as is evidenced in the Gunstar Heroes boxanl

Sega:

Arguably, Japanese developers have better
resources and superior in-house design feams.
Sega has always attempted to keep every aspect

of a8 game's development, inciuding the box cover

design, in-house. Kenjl Kanno, dessgrer at
Hitmaker, believes that consumers can instantly
meognise the Saga touch, *l see a package as an
Information toc! — a visual element you use as

promaotion, So the difference of aste would

appear through this tool, if peopls fesl the Sega
touch it's because al the pecple inside the
company share the same spint and move
towards the same objective.”

Sega Has produced some of the most
unusual and diverse boxart over the years

Altholigh a box design will oftan change from

region o region, Sega brand values are never

e

lost. Baght, vibrart and cotourful the artwork
evident on titles such as Panzer Dragoan,
Phartasy Star Onling, Virtual On, Dr Robotnik's
Mean Bean Machine and Jat Sei Radio are
claarly aimed towards dedicated gamers. Literal

rendars appsaling to massmarket consumens

hardly ever make an appearance.

Capcom boxart has improved immeasurably since its Ghosts ‘n Gobiins days. The energy, composition and artistry apparent in
both Street Fighter lll: W impact and Jo Jo's Bizarre Adventure (top left, top middle) are magnificent and complement Sega's
own | of colour and i { 1. Sega'’s own baxart has arguably set the b for others to follow
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Videogames were for kids, ran the logic, and sarly Spectrum boxart reflected this thinking. Big
guns, big explesions and dodgy drawings of Bruce Lee were early Konami favourites

Konami:

Like Sega, Konar s dlways prided itsell on delivering an excelient videogame packags,
from initial game design rght through to the final boxed product, Never afrald Lo take risks,

ich as the Castlevania senes, Vandal Hearfs and Salamandsr have avoided 'realistic’

artwork in favour of a more stylised aesthetic. Konami's Japaness director of product design,

Yonedo Shizuko balieves thal overseas tastes should always be considerad. “Sometimes we

will even emphasise the Japaness dasign for an overseas market if we think it will hedp sales.
[EW YEErs A , 1IN JADEN, W LS '.'C-\‘-_ mal VISt A 1 | % as

A few years ago, in Japan, we used 1o put the main visual with the e E‘Eﬁ%%!ﬁi%

company name, but many gamers are not buying the game because ‘£ Tr L

of the

10 but because of the product isef. So now we don't put

Konami's image forward, but the game itseall, We decided a standard

pattern for the Ingo on the upper et side and aiways the same size.

| quess these comol iclartity issues an now the main Konami

shyie for packaging.”

SN
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Department.X

Deparment.X has designed the boxar, promotiona materals and instruction manusis for some of Konami's most
proifific: titles, ncludng the Metal Gaar Salid and S#ant Hil franchises. Typically the company gets six months to
clasign the materials for a big-budget game. This includes coming up with 88 many as ten treatments which will then
have to go through seversl approval stages with product managens, marketing departments and the platform holder.

preTy

When Department.X first submitted the onginal box design for Metal Gear Solid — wiich used the original artweork

by Yoji Shinkawa — it was not met with widespread approval, but once sales figures came in, affitudes changed, “it

W

almost a record skeave approach,” remarks Litley. “There wasn't a single company out there that could create a

rendar that would do the cover s much justice as

b artwork. Ultimately, it did phenomenaly well and it became

the benchmark for an altermative approach to the standard computer render treatment.”

< 056 EDGE 1




Sony Computer Entertainment:

SET CAME Up Wil

Boxing clever

SCEE takes boxart very serously and it has both ir s and extemnal

design teams praducing artwork for many of the company’s biggest titkes

Stuart Turner, S¢ European software manager. beleves that boxart has Y \ 5

miare iInfluenc

Iower profie gamas, "Admitte

% _ A
o g i WS\ GRAN TURISMO
' ; . ™

¥

PlayStation
i B s ITEr it aet FiE S i - Capcom agan, proving that 1t can Creats winning designs for all formats

i 1 p R The Japanese artwork lor Gran Turismo (left) that was also used Susumu Matsushita's Maximo boxart exsmpiifies the vibrancy of the game

mare common at this price paint. The purchaser offen makes their decision on the frant cover af E55, and the same game with PAL cover

gerre

while the superb Japanese Strider 2 boxart s far superior to the PAL release.

based on the soreenshots and the text on the back of the pack.”




Microsoft:

Justin Kirby manages the Xoox brar
iopment in the US. “We asked thres design
16 to piteh packaging ideas and then salectad two

na from epch. Then we refined them and brought

7 ntrmata knowledge of gamng and the o surmounding the
e. Department X ak ok Taleriak for Sient Hll 2

vl Shisckes
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PROJECT.GOTHAM

Raw is poor

Maore recent Xbox boxart, especially thiciparty tities,

has differad across all the tenitones. There are

& few good exampies of the form, such as Dead or Alive
3, butin general, Xbox artwork 1ends 1o be bola but
crude. Firates: the Legend of Black Kat, WF Raw and
Star Wars: Obi-Wan are particularly bad, lary sfforts



Cardboard jungle

1 Imypcssitie 1o anter the v haad of markeating

of GAME Group stores, Although Edge

being v reaoers may feel I ryed by such blatart marketing, POS

Mt strong rfiuence on the massmarkest consLIme

stancess ang
y Subliminal. Ahougn
work. go nda geiting POS

B 10F TWO waes Do Deingg

with BA product, EA will aven producs

it otner outiets wil be

A spellpinoing elAton ANA A GAmM Lo say
o Wil take over your e o i

Not all photo shoots for POS matenals goes according to plan. Sony was so
concemad that tha heavy brussing and cuts evident in its Cool Boarders 3 ads would
upset consumers that Subliminal was told to airbrush out the scan in Photoshop

w






aking up the space of two football
T pitches and costing a whopping
£330m, the British army’s latest
dabble in virtual warfare is the kind of project
that the military has not got involved in since the
end of the Cold War. Contained within the
confines of a hangar in Warminster, the project
offers the anmy the chance to host larmge-scale
virtual batties using dozens of wide-area
network connected simulators, Known as the
Combined Arms Tactical Trainer (CATT) the
Lockheed Martin developed project is certainly
cutting edge, but in some ways it isalso a
throwback to the days when the military had the
best technology and the games industry took
what hi-tech cast-offs it could from it.
But all this seems to be changing. Since the
Coid War ended the military has been subjected
to large budget cuts while at the same time

s
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ANu _




CATT - the Army's new E330m piaything bed by a st for Loy

Martin as “the ultimate videogame.” Up to B0D soldiers can take part at once in this virtual warzone

g4

wh into one of the

But look

anc things were

Xy such as

1 miitany imention

communication tool, paved the way for
Spacewar! 1o spread across Amencan
universities and (eventually)
online gaming. If it was not for military cash

=Ll

t is guestionable whathar micropr
wolld have even been Inventad.

ulators from

The long line of military ¢

ol Lockheed Martin, BAE Systems

the likes

d

and Thomsen CSF have

5 and simulation gamse

computer grac

developers have often souaht acvice and

et from the mi

FIOWEVES,

Although based on a game, the military
has made a whole host of fundamental

privatise ESE ™ Of the Mnesiry O changes to the software, notably the

it 10 the private EMOVE O

SPun Out 2 DvalE

Delence (Mol Hal-Life's sci-fi setting. DIVE

also leaves solders in the dark as to how

much ammo i in thesr gun and paye B

muich more vuineraible to being shot. The
the MaD, it is a customised version abiiity to shoot through floors, doors,
of Half-Life 1o 1 ry and celiings and walls also features.
eguiprment may impact on the battiefield. According to Maverick Development's
Chris Momis, technical manager of managing director Phil Daniels, the project
warfighting expermentation at QientiC, Is a world away from game design. "It's
axplaing, "The MoD is looking to exploit totally different. In a game you are creating

synthetic ervionments for a vans

a fun experience based on an Imaginathve

purposas. One of these purpo design that is designed o provide

experment with new weapaons and tactics ertertanment,” he explans. “In

companson this product sats out to

With the help of ¢ reproduce actual expenences, both in

appearance and behaviour. The purpo

Maverick Deve

umed the to test actons and evahuate results, hesping

fo leam from the results and apply them to

{Dismoun

=

ng that same action in real ife.”

Of course, Haff-Life's military reinvention

s just the latest in a long line of hit games
that have wonmmed thesr way into the world

it may use the Half-Lite engine and look like an old mrmer shoater but DIVE is being touted as a military toal that could influsnce tha
i

kind of wsaponny and equipmaent the British miltary will belusing n lon years' ime. And, yas, the poor monsiers have been removed
i

“If it was not for military cash it is
| questionable whether microprocessors
would have even been invented”




of the anmed forces. Now defunct fight

simulation specialists Digital Image Desian
DIDY, for example, spent a significant part
of the "80s utilising its PC know-how to
produce simulations for the RAF. “Our first
dealings with the military happened in 1993
just after DID released TFX," recalls Martin
Kenwright, managing director of Evolution
Studios and former head of DID. “We
made a laser-guided bombing simulation
for the Jaguar fighter squadrons which we
named TITS — Thermal Imaging laser
designation Interactive Training Systems.
“No one seemed to notice the name
during the procurement process, although
it did later cause a stir,” laughs Kenwnight.
“Anyway these |laser-guided weaponry
systems went on to be used by frontiine
RAF pilots in Oman for training and we got
a large amount of interest from doing it with
something like 350 requests from amed
forces asking us to work with them."
Other games companies have also
dabbled in the military market, most
famously Atan in the sarly '80s with a
souped up version of its wireframe 3D
arcade game Battiezone. Although the
project did cause internal friction at Atan
[some of the more peace loving Californian
coders were appalled that their game was
to be used as a kiling sim) it did go ahead.

“We made a bombing simulation for the
Ja%lar fighter squadrons which we named
TITS. No one seemed to notice the name”.

However, how extensively the game was N R _'
used as a tank training tool by the LIS amy ' I
remains sketchy.

Veteran game developer Digital
rtegration was also involved with the
military with ts mid-"90s PC flight sim
Tomada even being used by the RAFs
legendary 617 Squadron — better known
as The Dambusters. *In fact we recently
got a call from 617 Sguadron asking for
our help as their copy of Tomado had got
damaged. They were aboutto headtoa
posting In the Guif and wanted a

R -
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replacement CD as they use it for mission
planning and so forth,” beams Nick
Mascall, head of R&D at Digital Integration.

Training tool
More recently Codemasters has been

L

Information and advice from the military is often sought by
developers and publishers to help ensure a game's accuracy and
raalism. Just Flight's latest release, Dambusters was made with
the help of current day bers of the I Qi N
and BAE Systems helped on Digital Image Deslgn’s EF2000 sim
which is based on the still-yet-to-be-made Eurofighter aircraft

helping the US armmy turm Operation
Hashpoint from a hit PC game into a
military training tool. “The US millitary was

interested because the game offered
control of several troops at once, the ability
to play online, a great map facility for
planning tactics and because it used
combined arms,” says David Solarn,
Codernasters’ senior marketing manager

Dirty fighting

While slements in the milltary are happy to wax lynical about the retum on
investmant offered by taking advantage of videogame tachnology, the trend does
reise saveral moral questions. For thosa crusading against wdsogame viclence
the miltary-games crossover is perfect for therr amgument that games can be
harmiud to children. Moral questions of whether to et the military turmn a game
from entertsinment to & primes for killng is also one developers have to tackle

“Thare were some moral issues to work through initially,” admits Kenwright,
“but these sim= were no diffierent fo what we were already doing." In contrast
Maverck’s Phil Daniels belleves the sthical amguments aren't & problem, “We
would rather the people that risk their ives in protecting us have the very best in
training we can provide ™

in the US. *“There's alsa been interest from
the Australian ammy and US secret service.”
Underpinning this increasing interest from
the military in the potential of games is
the convergence of the technology being
used by the armed forces and being used
in videogames.

lan Bickerstaff, a simulation specialist
at BAE Systems, says that in the past

decacle videogame graphical technology
has rapidly caught up with the systems
being used in hardcore military simulations
such as CATT. "Ten years ago we were
using Silicon Graphics machines with
features like z-buffering, on board texture
mapping and high quality anti-aliasing. The
sort of things that we are now beginning to
see on PC graphics cards and on
PlayStations,” he explains: “The technology
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Daspite the graphical prowess of BAE Systems'
fiight simulators {above) the distance batween PC
gams graphics and Emuiti-million simulators is
increasingly small. However BAE Systems does
boast an edge thanks 1o banks of PC graphics cards

< 066

“Workin
alot of

with the military was killing
e gaming culture in the
company with the amount of
paperwork involved”

is definitely migrating down. Whereas ten
years ago we could see where tm. future of
computer graphics was going to be, now
many of our image generators are based
or PC graphics technology rather than
custom-buit hardware.”

Mascall agrees, "Until recently there was
a fairly wide gap between the aercdynamic
maths you coukd afford to implement ona
home PC compared to a big military
simutator; however, this gap has narmowed
considerably.” This convergence of
technology prompted some people to call
for the use of gaming technology in the
military. Pete Birch, a former RAF wing
commander who helped pioneer the use of
gaming technology in the RAF, believes
garme-derived simulations could and

should save the Mol millions.

Think tank

"There are two schools of thought on
simuiations in the military," says Birch.
“The first is to build a simulator that does
everything. These type of simulators are
expensive to develop and once built cost
so much the RAF can only afford a couple
of the simulators. The second school of
thought is to use part-task training, which
teachies the slements of a particular
function.” Using part-task simulations such
as DID's laser-guided bombing simulation
could replace much of the need for big-
budget simulations from the traditional
military contractors, believes Birch.

“The part-task simulations can deliver
90 per cent of the capability of the big
budget simulators but are just ten per cent
of the cost,” notes Birch. *Some of the
graphic engines out there are as good as
those on offer in a big budget simulation, |
expect you can buy it in the high street and
use it on a £500 PC."

Bickerstaff, who helped DID during the
development of EF2000, however, befieves
the larger contractors still offer more. “|
don't see videcgame developers entering



BAE Systems' Warton-based simulation department uses software to help bufld new aircraft such as this Future Offensive Alr System [FOAS) alrcraft that was part of a series of

future alrcraft concept studies done by the military contractor. Just one of the ways in which videogame entertainmant |s influancing the next-generation of war machines

the military market as a threat, far from It
Its a different approach,” argues

Bickerstaff, *“The

¢ stuff videogame

developars are creating using PC-based

technology is Usually quite namow and
concentrates on small tasks such as fiing

weapons. Now that is a really good way of
fraining someone about that task, However

we're malking simulations with 360-degree

view, that produce realtime imagery at
B0Hz, generate termain an the fiyand so

on,” he adds.

Red tape

Despite the fast vanishing technology

aan

between the military contractors and

games industry, developers who've

ventured into the military market

e

cautious about getting too involved, The

ammy moves to a different drumbeat to the

games indus

try," says Kenwright, "There’s
a lot of poltics we had to get through fo
work with the military and in the end it
becarme a distraction and was kiling a lof
of the gaming culture in the company with
the amount of paperwork and approval
processes involved.”

Mascall admifts that Digital Integration at
one paint considered becoming a full-time
gontractor for the military but ruled out

such a move as “the military was uniikely to

davelop contracts that would fit us due to
the way the procurernent process
worked.” Money is also ar issue. “Thara’s

a lot more money in games than th

in daing simulations far the mr

notes Kenwnght.

Some developers are more wiling

to explore the coportunity. “if the

devesopment work 1S there and the

people are involved then it's a possibiity,”

says Daniels of Maverickss pos

ion. Others
have gone further and abandonsd games

for a military ifestyle. Califomian firm Visual

to research the tactical implication of new weaponry. But do the instant death, quicksave features still remain?

DIVE {Dismountad Infantry Virtual Environment) is the customised version of Half-Life curmently used by the MoD

ame-lie

ks for organisations such as t
S Nawvy, but it began life

mi Media.

T
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“Visual Purpla graw out o

ered the chance to do

e work for the US govemment on the

it Stegd, which was a

k of its game Si

ovie where the piayer captains
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Uncle Sam goes digital

he days of Uincle Sam postars may well be over for US
citizens. While the behatted and goateed Uncie Sam
may have madea the grade in the past, the use of
computer technology is now seen as a more effective
way of getting American youth to join the amy.

To this end, the summer saw the US Army make its
first steps info the videogame publishing arena with the
release of Amenca’s Army — part FPS, part RPG. Yot
despite having spent a reported $6-7m of US
taxpayers’ monay on the PC game the amy has
decided to distribute tha gama as freeware, making it
available on magazine cover disks and available for
downknad at hitp'www.amerncasarmy.com

The game is composed of two parts, The first isa
FPE which usas vanous scenarios to inform players of
basic aspects of the army and give them a feel for basic
training. In companson, the second part, which is based
on role-playing games, is more overt in its attempts at
pushing the ammy’s messags with edutainmeani-iike bids
at bnefing players in the amy life, both on and off duty.

Judging by the gama's website, the first instalment
of the game, published in July, has already proved a
massive hit, with well over 100,000 postings having
bean made. In the bulld-up to release, however, the US
army has made some bold claims about its gamea which

ocoly served o highlight how new the ammed force s to

the world of videogames. One of the claims is that the
game is “the anly game to link experiences across two
entirely different game genres.” The other claim is that it
is "the only game reviewed by army subject matter
experts for realism.” Given the widaspread cross-genre
fertilisation in commencial wdeogames and the long
standing use of military advice during game
development, neither of these claims stand up.

A further ciaim is that the game's role-playing
component offers an experience whane “an infinite
mumber of dramatised story paths unfold, based ona
unique realtime assembly of storyline by the patented
story engine.” For gamers who've had years of game
pubiisher propaganda about infinite polygon angines
and total gamaplay freedom. this statement is
somewhat-hard to swallow.

From the US army's point of view though, the game
Is about persuading Amenca’s youth to sign up and the
rush to download coples of the game’s first instalmeant
certainly confirms a strong interast from the public —
both in Amenca and beyond. But whether giving out &
commercial quality game for free is enough to have
any impagct on the long-term decline in new recrults
joining the LIS army, a problem that has dogged the
organisation since Vietnam, remains open to guestion.
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in 1998 Spearhead & tha new B ne. Just like Atari,
fun' simulation into so which train the naxt ge

Doom (PC)
Id's seminal firstparson shooter had a high profile but brief
impact on the US anmy when the marines developed a mod
that they hoped would help train its troops. However, things
didn't pan out and Marine Doom, which raplaced demans
from Hell with soldiers, failed to cut the training mustard.

‘Worid Rally Championship (PlayStation2)

Nat the obvious candidate for military involvement but this
PlayStation2 game's temain ganeration methods are the by-
products of developer Evolution Studios’ past involvement in
working with the military. Such is the superionty of the game’s
engine to its military forarunner that the armed forces are now
interested in using the latest version.

Virtua Fighter {Arcade)

The onginal arcade Incarnation of Sega’s flagship fighting
gama ralied on hardware Sega co-developed with military
contractors Lockheed Martin. Sega's Model 3 arcade
machines, which also camied the lkes of Daytona USA, was
the result of a mid-'20s deal with the military heavywaight.

Battiezone (Arcade)

It might not have fitted Atari’s sarty '80s San Francisco hippy
imaga but when the LIS amy asked the firm to produce a
souped up version of thair wireframa 3D arcade game
Battlezone in the early ‘805 Atar's bosses wers happy to
oblige. Despite the high profile natures of the deal, many
believe that few soldiers benefited from s conversion into a
military training tool.

Creatures (PC)

They may look cute but at one paint the MoD was looking to
enlist the artificial intelligence lurking behind them to control
unmanned combat air vehicles. Yes, really. Little progress was

made and eventually the work and the project was abandoned.

Spearhead 1 & 2 (PC)

This 1998 tank simulation proved successful encugh with the
US anmy for developers MAK Tachnalogies to be asked to
create a sequal more geared towards the army's requinemeants,

assisting them in heightening their operstors’ tactical awareness,

“On paper, videogames have the

change the very nature of warfare itself”

LT VLA

Despite the rush towands realism in war-based wideogames, the military may find an abstract image such as
this one from a BAE Systems simulator more useful thanks to the emphasis on clarity rether than detail

the government and mifitary so we set up
Visual Purple as a separate entity.”

While the military’s work in providing
technology, inspiration, information and
guidance to the games industry has had a
clear effect on games — especially
simudations — what impact the use of
games will have on the nature of the
military is less clear. Morris feels the impact
of virtua! research toals like those he is
using Half-Life for will have wide-reaching
effects. ®| think it could have a profound
impact on the future as it could affect what
new eguipment is taken up by the military
and should make it easier to identify
problems with new technology earlier In the
procurement process,” he says.

Kermwright believes game-like
simulations are likely to play a vital role as
unmanned air vehicles (LAVS) start baing
adopted. “The focus for the next
generation of planes is for them not to be
manned which deepens the links with
videcgames as the next generation of
pilots will work fram bunkers using
simulations,” he suggests. "We're moving
towards hyperwars. Whereas in the past
wars took place over years and months
they wil increasingly take place over days
and hours using smart Al in UAVS."

Kenwright's vision of UAVS does hold
some weight, as back in 1998 Creature
Labs (creators of the arificial life sim
Creatures) was working with the McD to
develop Al UAVS, although this project
eventually came to nothing. Bickerstaff also
believes simulations will play a key role in
the use of UAVS. “It's an area that is dificult
for us to talk about as we are involved in
the development of these craft, But
simulations could also be used to create
imagery as seen by UAV" says Bickerstaff.
“This Imagery does not have to use the
visual spectrum you might get from putting
a camera on a UAV but could use feeds
from sensors to create a miore abstract
image. We could produce very realistic
graphics in such a simulator but for those
on the ground it could be more useful to
have visualisation displays that provide less
cluttered abstract representations.”

Couple these predictions with the US
military’s decision to start publishing games
and it is clear the infiuence of videogames
is only set to grow. What emerges in the
long term from this strengthening
relationship is harder to pinpoint but, on
paper, videogames have the potential to
change the very nature of warfare —
itsalf, A disturbing thought. gﬁ

potential to
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TG veEirs ago cifwdilanagement consultant,

Nalin Sharma, won an Edge competition
searching for new game development talent.
His entry, at the time called Cubic Juggler
(now re-titled ZooCube — see p92 for a
review), was a fast-paced puzzler, mixing the
tidy 'em up gameplay of Tetris with classic
kiddie card game 'Pairs’. The prize was a stall
at top Cannes-style industry event Milia—a
chance to showcase his talent to the
publishing world, The rest is the kind of
‘bedroom coder makes good' story we'd
given up on ever hearing again. ..

&

Audience wit

Nalin Sharma




ZooCube was a retum to the videogame
industry for you, rather than a beginning.
How did you first become involved in
game development?

| it & Scrambie clone about 20 years

20, for the Vic 20. | was

ago, called Scran
16 at the time. 1'd st been to the arcade,
saw the game and thought it would be great
if | could do something like that. So | read

a description of i in a book about
videogames, IS was when games were
first gatting really big, and wrote the game
based on that description.

Was that game published?
| sold It to a magazine and svertually it was
picked up by Artic Computing, and they

So after university you went to work in the
city as a management consultant. How did
you get the idea for ZooCube in that sort
of environment?

| slarted reading books about innovation and
creativity. My thinking was, well, why aren't

tt W new ideas in games, or why are
there so faw that seem to work. There was a
quote in Edge a few ysars back by Eugene
Jarvis who said all the prime real-estate had
been taken up, and that all the games that
could be made, had bean made. | didn't really
agree with that. | did a whole bunch of
research Into how you come up with ideas,
how you develop the right side - the creative
sida — of your brain, etc.

So you took quite a psychological
approach, rather than looking at other
games?

es, the first step was finding out how to

e creative, and tha second part was
training myself 1o become a bit more reflective
hink so linearty. And it's hamdas a

) that. | also taught
ving learned that

ceas, and looking
» with new things

Then about eight years ago, | brake my
leg playing football, and it must have be
some of the drugs | was on or something, but
| carme up with this neat idea, that kind of
re-ignited my enthusiasm for games. | spent
two years on that, but it tumed out to be too
difficult for me at the time, so then | came up
with another idea called Cubic Juggler.

“| broke my leg playing football, and it
must have been some of the drugs | was on or something,
but | came up with this neat idea”

published it on the Vic 20. | didn’'t make much
money out of it but slightly more than | would
have done seling casssttes from home, Then
| rmusic synthesiser for Quicksiva, and
at's when | first mel Rod Cousens {now
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The thinking behind this was, how
would an entity liva in 3D space il it wers
being continually bombarded by objects.

S0 | started doing a few sketches and stuff,
and thought, what sor of things might be
coming at you, and | started to think about
shapes. Then the basic idea of shape
matching came into my head and probably
the most exciing m

t was when |
y it all out

kegt building

And it became a habiby, | just
it and refiring it for three or four years
gelting people 1o crticise it

When you entered the Edge competition
was that a conscious effort to get back
into the industry?

To be quite honest | always thought | had a
good chance of winning, but | never expected
o make any money out of it. When | showed
the game at Milia people were saying well it's
a greal bit of shareware or maybe we could
use it as a giveaway product, | thought well,
it's great to be here, wouldn't it be great if it
could last. You know, working in the city, with
a family, a coupie of kids, | had responsibilities,
it's not like | could just leave everything and
go away and pursue something - I'm not 21,
But it just built from there

Was there one thing that happened at Milia
that made you think there could be
something in this?

Well, | had two CEOs including Rod who were
interested in the game and also | met up with
John Cook {a veteran industry agent,
representing the likes of Geoff Crammond)
who said he was just blown away Dy the
game. | mean that was the first time | ghe !Wﬁ"l
anyone the game in its final finished state
What we have now is a iot more polished in
terms of music and graphics and sound, but
the underlying gameplay s the same. My
memory of the week was that | was
compiately exhausted but | enjoyed myself,
showing the game, talking to people, | didn't
know what it would lead to.




So was Acclaim the first company to
approach you after Milia?

Yeah, basically we continued talking to
Acclaim, but actually putting a deal together
takes a fairly long time, and we talked to other
publishers as well — theme were lots of other
publishers that were interested and which

came round to see the game. Bul it was
difficutt, during what was a transition year for
the industry, 2000-2001, to get people
interested. And it's always tough to sell an
onginal game

That's why it took about 18 months o
get signed. | sat down with a publisher
nearty two years ago and he said to me,
*Congralulations you've got an absoiutely
fantastic game, | really enjoyed piaying It,
but we don't know what to do with it.”
That wasn't an isolated incicent. It takes
a bit of imagination and vision and fortunately
that's what Acclaim had, it - and particularly
Rod Cousens — had the balls to back it and
that's how | ended up with Acclaim.

Were the publishers that you went to see
expecting a whole development studio?
What sort of effect do you think it had
when you turned up alone?

| think sometimes you have to come

Do you think we'll see a rise in innovative
games like ZooCube now that next-gen
platforms have levelled the graphical
playing field?

| would hope that's the case but having just
come back from E3, | think its going to be
difficult. Even talking to Acclaim Itself, Acclaim
15 looking at what's happening in the industry
and everybody wants to plan licences,
everyone wants to see tities that they know
they can put in their spreadsheets that can
sell a milion coples. Even if that means thay
have to spand more upfront.

I'd love to see more innovative games,
and | hope that there are, but If you look at the
industry, there are very few companies that
are doing that. Sega is doing It and a few of
the other Japanese publishers, but It's going
to be quite hard until developers are given
mare power in terms of being able to make
decisions. At the moment you've got
presidents and marketing people making
decisions about games which they're entitied
to do, but at the end of the day, what kind of
game would you rather play - is it a game
that's got a lot of soul n it, that's been
developed by people who have put their heart
into it, or something that's been managed by
marketing people?

“| sat down with a publisher and he said to me,
‘Congratulations you've got a fantastic game, | really
enjoyed playing it, but we don’t know what to do with it.

across as though you're represanting a

big company, because it gives you more
credibiity. Hawving said that, what counted

for me was, firstly, the game had won an
award already and, secondly, It was actually a
coreproduct that | could gve them and they
uld play with,

What skills do you think you have that
maybe young graduates entering the
industry might not have?
It's a great background to be able to say, yes,
I've shipped product. But I'd say the biggest
thing counting in my favour was working in the
city, In a professional environment, being used
to working 1o budgets, managing peopla,
dealing with people at a very senlor level. |
think that's what counted in my favour more
BLLIIRY B i L
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GameCube title within seven months is pretty
amazing. However, the programming
expenence also allows me to tak through
problems with the developers - if | was just a
straightforward marketing person | wouldn't
be able 1o do that
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With ZooCube, you actually handed over
the development responsibilities to two
companies - Coyote handled the
GameCube version and Graphic State
the GBA version. So really, you - as
designer, producer and managing director
- are the only employee of PuzzleKings.
How did this model of the ‘virtual studio’
come about?

It was partly out of neccessity and partly

it just kind of fell into place. We started to
deal with Acclaim and obviously we had a
deadling, and | had a choice of setting up &

the ideas and coming up with new things?
And for me it was the latter. i'd ke to continus
with this model. | don't have to worry about
developars from day to day. Hopefully it's

good for everybody.




Do you think this could take off
throughout the industry?

There are definitely positive advantages
My producer in the US would nonmally
have to keep coming over and managing
the development tearn, bul in this case,
because I'm kind of doing that, it frees up
his role, 50 he hasn't had to get involved as
with other projects. This removes the
burden from the publisher. Obviously

the producer gives me input and comes
up with ideas, but I'm making the design
decisions.

Do you think there are still solo
programmers out there who are trying to
do the same thing as you?

Wall, | kept reading about bedroom coding
being dead, and | was thinking, ‘Hey, hang on
& second, I've just written a game out of my
bedroom and then set up a virlual
| chd mest someone at the Beeson Gregory
Games Conference [a regular venture capital
meet-up] who was trying 1o put a virtual
studio together — a very small team —

but they were having problems ge
publisher to buy into them. But if
new developer you'n X
probiems with credibility, wi
matter how you approach it

Mpany.

atever, it doesn't

What's the most difficult element of
designing a puzzle game?

The hardest thing is coming up with a new
idea in the first place. There Is no limit to
the number of new ideas you can create,
but it's finding the balance of providing
longevity for gamers but also appealing 1o a
wider audience, people who don't normally

You want to try and broaden the market -
if the industry’s going to expand and have a
bigger future, you want people who don't
nomally play games. And those people are
more receptive to innovation. They'll lock at a
new firstperson shooter or racing game and
think its pretty much the sa
version, but if they look at
they haven't quite seen belore. ..
It's llke when they designed The

Simpsons' they changed the colours of all
the characters to bright yeliow, the reason

8 prEeVIOUS

being that there are hundreds of channeals in
the US so when people are flicking through,
they'll see something they haven't seen
before - it drew them in. That's what we're
trying to do

So have you shown the game to lots of
your old city colleagues?

Yeah and the response has been mostly vary

“I kept reading about bedroom coding being dead, and |
was thinking, ‘Hey, hang on a second, I've just written a

game out of my bedroom and set up a virtual company.

Has Acclaim discussed any other projects
with you?

We're talking about a few things relating 10
ZooCube. | think partly it depends «
salis because it's a new Utle for them, Acclaim
wants to be sure, before committing, it wants
to measurs the risk. But we won two awards
the reviews have been good so far, 50
yeah we're 1alking.

m

positive. Acclaim also showed the game at
the 6th Annual Video Game Software

where Arr
games to political figures in order to ¢
a better understanding between the
games Industry and Capitol Hill). Nintendo
was thera, Sony, Blectronic Arts, everybody
vas that
as the most popular game
because people could just pick it up and
play it, they didn't have to sit down and
read a manual

N publishers show ne

aate

What are the major influences on the
gameplay?

| think the major ones are the arcade games
of the past. Pac-Man, Deferider, Galaga:
games that you could play for ten minutes
and get a real buzz from. For me it's the
emotions they create, the way they get your
heart pumping, the panic that sets In. it's very

Do you think that Acclaim’s decision to
fund a comparatively low-budget game,
might persuade others to risk money on
innovative, inexpensive projects?

t's very difficult to get anything original offthe
ground. | mean, If you take a company such
as EA, it had a $1.7bn turnover last vear, but
how many original games did it come up

7 It's based on a business modal wher

wants the same sequels year in year out. But

one would have thought that such a large
company should have sorme kind of a
responsibility to grow the industry.

feed that the whole business modsl has
got to change somewhat. Maybe in five or six

years when you've got online distribl
will provide another mechanism for pi
to be abile to try new stuff and see what's

popular —a bil ke an advanced version of the
demo disks you get on the front of

magazines. The whole retail cycle might

change when everyone's online.

So what's next for PuzzleKings?
Well, | want to concentrate on high-
adrenaline puzzle games. |'ve got prob
three or four ideas and | want to have at
lsast two prototypes by the er
The first step s to get ZooCube
formats, to consolidate that title. But we
need to take a bit of time to reflect on
the last year or so because it's been

a bit of a roliercoaster.

ol




|1 Bty iw, Edge wAAkNDS the D

11 bigtnien i iy o8 GAOTIVEy cetiEd A W 00 ST Ak

|t i) Aoy dedesEnts (e dnieRdn vani, Edgeh,

oy At by (e ey s et Balancaet, At

| Birrmrn'nlwmwwwg A;rlsga-rwx i m.rm"n'ﬂ 4

b i ey ent
Fava s, thih
e A, A

1 e WENOERAGNRY, e
EsThlnl, nninc pslounsing e e Ao

- Edge’s

Amped: Froestyle S boarding

ity bsrictes) tricks (6 fass St St Tkes Itaak it
o fewarcRnE) winen vk et it nail Theres ans few
bttt I gt e mrbnans Bt b (e Kiew,

Beach Splkers

Ty akaGsioes Merio SUrshine. et WIS only
o for e s Seges Baan
Bl o ol eugh eviss i BT A8

Fraquency

Sematirrie 1o plblan s et 50 ok, T i o
bt e of roshalivn) peresviene. Sty e
e stymte, i () omes ",TI;VWE.

Super Mario Sunshins

Weial whiar? ot thi sevisi than iy the Game, e
SxpRnsely Dofphw ktend Yr Yoursell Expaet 80
rermeuny e 1o s fewy o vat, Maghe aoget

LR PR

i i NI mm‘.m, i
verply fav fras |l-Mwamllrri,_

Great expectations

letura it the planning meeting for issue 114, and Edge
Is deciding what to put on the cover. There is no

' ‘Question, really. It has to be Sunshine: That's what
~Evaryane's 1alking about. That's what evenyone's

Interested ir. But the question comes up: what if it's Aot so
good? What if the game tums up, Edge reviews it, and it's
nothirigg mofe than a disappointment? A six, or 2 five) o,
tintendo fans fes! faint. 1t doesan't bear thinking about:
Helax. if you can bet on ane thing in videogame

) magazines, it's that a Myamota Mario work is Worthy of 8

cover story, Even if it was average-to~awful, that's & story
In {tself, but it's not and Edge & confident of that. Al
games in {he testscreen section are tested thordlahly, and,
Mario's examination was no axception. Sieep was lost. |
Meais were skippad. Because reviews are something
Edge has to get night; as well as defining the magazine's
integrity, they're ritical analysis of something that cthers
have worked on for a Jong time. And they're about. |
spendiig afharpenpla‘smmw Sw«dingywrrmom
Edge has to get it right, y

That sald, the buyers’ quidepmmiplednaan’tq.ﬂh
follow for Super' Mario Sunshine. The simple fagt is that,
regardiess of what Edge says tver the next four pages.
the decision to parchass is, for most people, already
made. The series’ heritage sees to that: Super Mario |
Bros.3, Super Merio Word, and Super Mario 64 wece all |
sturming at the time of release, and all hold bp to, T
sxtended play foday. Pa;:sumesslsn‘tnaceasarﬂyan '
lndacntlmafﬁ:tumpat‘famam but to not want to |
axmmeﬂnnmhw_aades to find out just how.

/q00d it Is ~ makes you wifully perverss. And the fact that

sveryone's going fo play this game makes one aspect of
No spailers. There are many things Edge could have

: detalled i s dppraisal of the game, but chose not to, i

would iave been sasy 1o give.a fist of the tasks, reveal
weryelenmtoimwatsrplw masacmsandsum
mmw.m.-wmm;mmw
has a GameGube and a number af people currently

. 'without - should have the pleasure of discovening those

1hings for themsalves. In the and, that's what's E?

‘worth losing sleep over. |




Super Mario Sunshine

Formal: GameCube  Fublisher. Nintendo  Devsioper In-house  Price: ¥6,800 [£37) Hewase: Out now (Japan), September 27 (UK)

0, six years. Six years in which to twist

and skip around Bob-omb Battlefield, to
ciimb Tall Tall Mountain, to wonder if a game
has ever done sensory Christmas better than
Cool Codtl Mountain, Six years to marvel at
the ingenuity of Tiny-Huge Island and Wet-
Dry world. Six years in which to dive for coins
In Jolly Roger Bay. Six years in which to fly.

It is difficult to underestimate the
Importance of Super Mario Sunshine. Nat
Just because it's such a key release for the
GameCube - brand values, character
recognition, guaranteed sales and so on -

There is much climbing, jumping and -
inevitably — falling in Sunshine, and sometimes
the game is as frustrating as that implies

080

Fast, smooth, and technically excellent, the rollercoaster sub-game is exactly the sort of thing you'd expect a next-generation Mario to provide. But it's also oddly
flawed - the restrictive fixed camera and lack of crosshalr makes aiming more of a trial than it should be, and removes some of the fun from an excellent set-piece

but because it's the follow-up to one of the
greatest games of afl time. Cf all time. Six
years and everything drowns in hyperbole,
but Super Mano 64 can claim greatness
quietly, and few will argue. “The world of
videngaming has just changed forever,”
Edge said, breathlessly. “Ten."

Perfection? Not quite, but so far above
everything else; and not just dimensionaily.
Marnio 64's unparalieled critical reception was
never purely about a shift into 3D, but about
level design genius and a peertess system of
control. There was always somewhere to go,
always something to do; levels thriled and
baffied in equal measure; there were tiny,
polished touches that you might not discover
for days, months, years. So lucid and solid,
100, No obvious invisible walls,

Sunshine begins on an island, and the
island is surrounded by invisible walls. There

are more around the island'’s central hub, the
town and in each of the seven worlds that
lead off it. That is disconcerting, unnenang in
the follow-up to a game that used coherenc
as one of its central tenets

But most players will blink, forget and
thrill from the start, from the instant they
discover that the game's control system is
identical to its predecessor. It feals exactly
the same; it Is (superficially) structurally
identical; it looks like SM6E4 coded for '02.
The plot requires youl to clean graffiti and
locate ‘shines’, the Sunshine equivalent of
stars. Each of the seven thematic worids
containg eight stories, and exists in eight
fractionally different terations. While this
means that Sunshine is smaller in terms of
territory, because the warlds conceal more
objectives it will take players as long, if not
longer, to thoroughly complete. But it is mon




Praviously in B1132, B113

repefitive, and one of the delights of Mano 64
was exploring new zones for the first ime.
That delight is halved here,

Stop. So much negativity. Perhaps it
needs stating now, befare the review goes
further and the brightness you've expected
clouds over with doubt, that Super Mano
Sunshine is a great piece of work, up theme
with some of the best Nintendo games.
Bxpectations could not be higher and, at
times, Sunshine falls considerably short of
them. But again: expectations could not be
higher. For it to meel them would be a
monumental achievement, and that it falls
short comes down to flaws that sit so
awkwardly with the rest of the sublime,
blissful expenence

Small flaws, sormetimes. For example:
you defeat a boss, and his death throes
knock you through the floor into the skybox.
Or the level tasks loop just that fraction
more than you'd like. Or the clipping isn't
quite there, and you fall through the floor
of a pirate ship, waddle through soiid
soenery. Or the game crashes, dead, stop.
Only once, mind, in so much play time.
Once is cne time too many, but... small
flaws. Almost forgivable. Utterly unexpected
from Nintendo.

Water effects, while not as overtly stunning as WaveRace, are ]
to walk across and bounce upon, and combing them with the waterpack aliows Mario to cross huge gaps

Or bigger issues. The camera is now
entiraly on the C-stick, and reguires much
input from the player. It's a case of progress
getting in the way of progress, if you will; the
dual analogue nature of the GameC
controller permits this method of control,
which means most of the time the camera
Plays dumb, Although there is no Lakitu, its
behaviour is that of a solid cbject, but there
are stil points where the viewpaint contrives
to disappear tehind walls and retnieving it
can be a clumsy business. A naat shadowing
effect means you'ra aiways aware of where
Maria is, even when he's obscured, but that'’s
missing the point somewhat — when all you
can see is a wall, you're not womed about
where Mario is. You're concemed about the
edge of the ciff he's about to fall off

The game's central innovation, Mario's
walter-fled backpack, alleviates that fear of
faling somewhat, as directing the water

e
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= 1 levels include cabli

pressure at the fioor aliows the player a short
period of hovering grace. That you're only
seriously awars of that ability when you lose it
is testament to how well integratsd into the
mechanic it 5, and gaining proficiency with it
and the horizontal spraying is a joy. In both
cases, squirting is assigned to the pressure-
sensitive left trigger; pushing the trigger all
the way back locks Mario into position, and
the movement on the analogue stick
becomes directional control of the water jet.
That's perfect, briliant design. t's what
Everyone expected.

Aside from howvering, the most basic use
of the jet is cleaning grafiiti and washing
away filthy enamies. It has a strong obsessive
compuisive appeal, and discovering the other
uses for the jet stream provides some of
Sunshine's best moments. The replacement
for SME4's cap power-ups are also based on
the backpack, different nozzles on your water

High vantage points provide stunning views of
the levels, with little slowdown. Criticisms of
texture quality are perhaps missing the point; the
game is set in Mario's world, and the simplistic
style suits the nursery rhyme theme perfectly

Perfect blue

In Mario 64, one blue coin was worth five
yellow ones. Here, they're far more more
valuable, because ten of them can be
traded in for a shine, Hence those who
wish to perfectly complete Super Mario
Sunshine will have to find all the blue coins
first, and with many hiddan in flendishly
obscure places - check every blind alley,
spray every piece of flora and fauna - that's
sure to take a while. Although sometimes
the coin locations could be perceived as
slightly too obtuse, it's an ideal subguest to
undertaks betwesn deaths on later leveis.



Sunshine features a great deal of new friends and enemies, but it's the old favourites that'll delight most
gamers. Nostalgic pleasure is an advantage Marioc has over most platformers, and it helps considerably

pack which, ks the caps, open up previ
~cessitie areas of worlds. The thrusting

>t on the level design, 100, in that it forces
the zones to be wider, more opan, and more
vertical, There is much cimbing, jumping

and - nevitably — faling in Sunshine, and
somelimes the game is as frustrating as that
Implies. The fault is nearly always yours,

Everyone was waiting for Nintendo’s guiding
light, and it arrives, and it's far above its
imitators, but it's some way below its inspiration

The grid climbing from Super Marioc World
makes a welcome reappearance, although
it's not entirely free from camera problems

« 082

though, the beautiful, inertial control of SME<
remains Intact, and evenything,
sickening mom

ight up to the

VoL 13l 1S 3 jov.

But perhaps it's not quite joyous encugh
We've had six years to fiy, and to have those
natural, soaring aerobatics replaced with
something so mechanical feals unfair
Brutally, &s fun as the thrusting is, it doesn't

feal magical. Combine that with the

JUIres you [0 press cne Duttos

torward and down, and another for forward

and up, there's a perceptible C
And of mtelligence, too, since the search

for shines shows no real touches of cunning

This scene from the harbour typifies the game, a complex arrangement of girders which form a punishing
platforming course. Initially progress is tentative, but the perfect control soon allows graceful speed

to match those in SME4,;

changing water
levels or sy twists of perspex
ermphasis 1s placed on straightforward
platforming skill instead, on sequential tests
of control and agility. The at
palace levels from SME4 are reproduced
here in a hardeore form; your nemesis steals

stract switch

your waterpack on ten separate occasions,
and asks you to perform a of

easingly ludicrous jurmg
fipping, and dissolv

SCIoss spinning

atforms. There is a

ine ine: between ent and imtation,

e falls on the

wrong side of it. On most of those it eases
the pain with easily accessible extra lives, just

like its predecessors

Regardless of the similar concessions,
the game is harder than Mario 64, and
maore linear, too - shines can only be
retrieved in a set order within each world,
and the limited number of worlds means
there are less places to visit when your
progress on one story grinds to a halt, But
therm are pamitive object-onented tasks
dotted around the hub, and blue coins
strewn all over the island, and, despite the
mpses of imperfection,
always pleasure in wandenng, just explonng

Invisibie wal

and revelling in the control. Exactly ke
Mario 64, then, and all fans ever wanted we
a sequel. They've finally got an expansion
pack. They've waited a while,
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The worlds are all tropical, naturally, and pleasantly
diverse. No slippy-slidey ice world, then, For shame

for Ninte

it's far aboy

Delow Its ingpir:
doesn't scome S
sequel, and not
the dimensional st
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It might not be a ten, but that doesn't stop there from being some wonderful touches. It's not like Mario to bitch, but the chain chomp here, last seen in Mario
64, has a lime green X carved into his head, And is it really coincldence that the graffiti chase challenges have you eliminating crosses, circles and triangles?




The weird Trapper creatures transport
you to the strange phase world shown
above where energy can be recovered

Eternal Darkness: Sanity’s Requiem

Format: GameCube  Publishar: Nintendo  Developer: Silicon Knights  Price: S50 (E34)  Pelsase: Out now (US), TBC (UK)

ingenious and
resource haeavy,
spans cantunaes and allows you to assume
the role of gach with cifferent

Waapons

given the ¢

narrative of this titie

Eternal Darkness may be a more ingenious
title than Capcom’s Biohazard on GameCube,
but it's certainly not as tenifying or polished

But it's not just the numt

Ihat really impresses, it's the way they are

successtully integrated into the game

tional haunted mansion

w the tropes established by the

he Dark and Biohazand games

: @re wonderful moments
and gently mock t
t your set). It's anly

which call attention

genre (see Do not &

a pity

hat swi

The game’s creatures, or "Ancients’ are based on Lovecraft's The Old Ones’. The sight of one
of these hideous monsters will reduce your sanity, but a killing blow will redress the balance

finds he
SUrrour

The ma

through time to embody a character who has
become a part of the book's very fabric,

Based heavily on the Lovecraft myt

piot 15 typically overwrought, D

does provide

ting premise 1

such disparate stores
The pacing in Eternal Darkness is
particutarly good. Each chapter takes about

ymplete and unlike similar

feel fatigued by

Opens up providing New puzzies

nliities, Indeed, when a chapter
1o the
return, ‘Mr

835 10 aneas

retums

narrative

a SOUVENir W

¥ Ro
Altho

the usua

gh Etemal Darkness delivers

N collec

ng and sliding panel
arguably a more 'frie

i Weapo
ind can be
carried In the Inve
be made whenever da
Although su
taste, E

ERNESS M

realms of frustration
Sadly, Silicon Kn
be clumsy, The com

camera angles tha

game can aiso
I8 marred by poor

player
fireshin
c go
Jify animated sequence 1thus leaving
him or her exposed to further attacks.
Eternal Darkness may

morg INgenus

Capcom's

Cube, but

temifying or poished
Hegardless, Silicon Knights' has pushec
a tired genre a litthe further forward and its

perseverance has produced one of

structurally inventive game's you are

kely to experienca in a long, lor

Torches are particularly useful to light the way
ahead, but they lack efficacy against
monsters. Best change to a slashing weapon



Once runestones are collected spells can be

cast. Different combinations of runes will
produce new ‘'magick’. Spells include Enchant
Item, Reveal Invisible and Recover (heaith)

One of the more nove! design elements in
2 game is the sanity meter. Every time a
iabolical enemy is encountered the metar
vill fall, though lost sanity can be regained
by executing a finishing move on the
ture. If the meter plummets, strange
and unnerving affects begin to take place.
Eternal Darkness uses a targeting system that is novel Camera angles shift and flashbacks occur,
but clumsy. The highlighted area of a monster can be
altered by pressing down the R button and moving the
analogue stick. Against shambling bosses, which often
move out of camera shot, the process is cumbersome,
On a mare positive note, the Pro Logic Il track is great mater hits rock bottom. Edge does
vant to glve too much aw
hat it's not a good idea to believe every

even putting the player in a location
previously explored, if only for a brief
moment. But the fun really begins when the

message that appears onscre
that your control pad is
when a horde of undead attack is a
truty terrifying experience.




The importance of shipping and ports has
been B oot ded (centre).

Medieval Total War

Format: PC. Publsingn Activisi Deérveloper: Cr

bly Price: €40 Helassa: August 30

or a game about Kingship and the
F oppression of the masses for the greater
glory of God - and your own coffers, naturally
- there's something suitably regal about the
sacond game in Creative Assembly's Total
War series: Regal bordening on imperious
arrogance. \While a considerable proportion
af PC gamers picture their world as an
tsolated island in the middle of a console
ocean of dross, developers - intellectual
magpies and miscegenators by nature and
necessity — have constantly fiched from their
peers across the formats. Mostly. Medieval
Total War has na truck with such attitudes.
This is as PC a game as it's possibis to
concave of, but pure-bred elite rather than a
degraded inbred

Like Shogun, the first Total War game,
Medieval takes the two unassailable, polar
bastions of the PC format — realtime and
turn-based strategy — and combines them
into an elegant chimera.

The tum-based section of the game
gescribes all action on the strategic scale,
postioning you as King, moving armies
across Europe, securing the future of your
nation and parforming the diverss matters of
aoverning. When the forces clash — an
invasion, 3 siege, any border fracas - we
enter the ragitime slement, where troogs are
deployed and manoeuvred 1o the best

Trade routes allow easy army deploy

tactical advantage and victory, heroic or
knave-iike depending on your temperament

Towers rain amows, walls collapse onto bewildered
defenders and mighty siege engines send
projectiles at the crumbling, yet defiant edifice

086

And it's temperament that Medieval best
manages to convey — taking the atmosphere
and tone of its chosen penod and letting it
permeale gach design choice.

On the stralegic, turn-based scale, for
example, it gives proper weight to the
importance of family lineage and the personal
charisma of leaders. Kings must think of the
marrage bonds of their daughters carefully,
gither to secure an alliance with a foreign
pawer or 10 buy the loyaity of 8 possibly
rebellious Lord, Tha Individual generals gain
vices and virtues as they progress through
the game, according to their actions. Run
away, and gain a reputation as a coward. A
look at one of your leaders’ traits often
reveals an array of personality disorders as
bizarre as anything in real medieval history.

EDGE

The initial momentum of a powerful charge leads to the most devastating impact for cavairy units. After

that, rather than staying in an p

On the realtime mode, the Total War games
are the only ones which make an attempt at
representing an actual conflict. Morale and
positioning Is what wctory rests upon —nota
tank rush. Real tactics and real strategy.

it's arguable that some gamers will find
gither the turn-based or realtime elements
eventually tiresome, however it's hard to
begrudge a game that allows you to fine-
tune the exact form of your experience,
If & player wishes to concentrate more
upen the high-level ruling, any or all battles
may be auto-resolved. If it's only the blooded
sword of generalship that appeals, the
computer can be set to govem any of your
provinces, removing possibly tedious micro-
management. Alternatively, they could tum to
the skirmish battles or historical campaigns,

It's often wise to disengage, reposition and repeat.

tracing the path and laying the blows of a
tamous figure. Perhaps It's something of a
shame no reduced scale turn-based
Campaign map was included, for those
who fesl intimidated by iImmeadiately jumping
into a2 game that spans Europe, butits a
MiNOr CMISSION.

This is, more so than any game this year,
a reminder why it's foolish to overiook the PC
format or wish lll of it. While it's conceivable
that delights like Neverwinter Nights or
Warcraft if could exist happily on a console in
hobbled form, a version of Medieval pushed
into a form other than PC wouldn't be
Medieval at all, It's a game that respects [ =
history, and in doing S0, makes its own, &

Edge rating: Bight out of ten
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The wooden palisades prove ineffective in stopping a determined foe (above left). The desert terrain leads
to new tactical chalienges, with some unit types proving inefficient in these baking climes {above right)

Whﬂe the unit tech-tree has been axpanded ten-
fold between Shogun and Medieval, it's the
integration of true sieges into the realtime saction
that provides the most visible change. All manner
of fortifications, from a simple wooden fort to a
true citadel, can be constructed in the tum-based
maode and then assauited in the realtime section,
leading to some of the more memorable conflicts
in the game. Towers rain arrows on rank upon
rank of troops, walls collapsa onto bewildered
defenders and mighty siege engines’ iong limbs
spasm to send projectile after projectile st the
While walls mostly offer protection to troops, a carefully aimed Mangonei-shot boulder can send a crumbling, yet defiant edifice: it's nothing if
segment of masonry collapsing on the lines of soldier with all the expected resultant havoc not dramatic




Just the good ol' boys, never meanin®
no harm. The second film, based on TV
favourite ‘The Dukes of Hazzard’, offers
much scope for frivolous ramp abuse

Stuntman

Format: PlayStation2  Publisher: Infogrames  Davoloper; Reflections  Price. £40 Palaass: Out now

curous game. Curious and annoying

A and compelling all at the same time.
Edge stil befieves that Stunfman s a great
idea, but something's clearly gone wrong
between the drawing board and final
submission phases. Games that demand
repetition (and Stuntman is about as
repetitive as games get) need to have quality
gameplay underpinning the structure. But
Stuntrman is oo rigid, It requires aimost pixel-
perfect driving and gives the player little
creative freedom to showboat.

Eany previews hinted that each stunt
wolld allow the player to taka nsks

nd be
rewarded for clever and flamboyant driving

And while it's true that deviation from the

iblg, it's a much
binary experence than anticipated. “Inf
trashcans,” barks the stunt director, “Swerve
though the traffic. Make the jurnp!” And so
on. And though you get a higher completion
percentage for performing more individual
stunts, crucially, you don't get anything extra
for how well you perform them. Although
there are moments of exhilaration, especially
when a stunt sequance has finally been

&th 15 possibs

the

Although there are moments of exhilaration,
judged on the driving experience alone
Stuntman is little better than average

There's little fiow to the game either.
Structurally, It might have been better to
show the player a fly-over of the whole stunt
challengs, pointing out the tasks that needed
10 be performed, and then let the player

explore that arena. Instead, it's a stop/stan
axperience - as soon as one task s fouled
up or a checkpoint is missed,

straght
back to the beginning to start again

Large yellow icons indicate the type of stunt that needs to be performed and where.

Unfortunately, this rather undermines the sense of authenticity blished in the cut:
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Make one tiny mistake on the later levels, and it's back to the beginning to start the whole stunt
sequence again. Such a structure would be forgivable if there wasn't so much loading between each t

The repetitive nature of the game
wouldn't be so bad if it wasn't for the
loading. Yes, you can expect a dose of
loading time between every single stunt
attemnpt. And when some of the later
stunts take 15 to 20 attempts, this merely
adds to the fnusiration. Indeed, loading
times are so long in between the main
menu and finally reaching the game, after
a short cut-scene, that a vegetative state
could well be achieved

But more surprising, and disappolnting,
s the twitchy handiing of the cars, When
many of the stunts require painfully accurate
positioning, such a basic handiing mode!
does litthe to make jumps or powerslides feel
satisfying. This becomes most evident on
the snow and sand levels (Switzertand and
Egypt respectively) because the flat
landscape texturss give few clues to the
nuances of ridges and dips

Regardiess of these flaws the game can
be fun for those who stay the course,

Beginning on a low-budget, mockney
gangster film, the player can eventually move
up the stuntman career ladder

taxing jobs on six feature films including a2
Banghok John Woo-style fiick and the

latest Simon Crowne (a cheap unlicensed
Bond alternative) film.

Cleverly, once you achieve a level of
compstence on each stunt the footage is
spliced into each film's traller to be
viewed. And, although the replays are hardly
state of the art, It Is rewarding 1o see your
work make it to the big screen and gives
the player soma incantive Lo progress,

Stuntman Is sure to divide people
into two distinct camps. For those with a
calm demeanour and oodles of patience
Ihe game can be strangely compeliing
and worthwhile. Others, however, may
just want to break something in despair F‘E;év
and utter frustration ==

Edge rating: Five out of ten




Previously in E95, E102. E112

A

The damage modelling in Stuntman s
Impressive, though should your vehicle
sustain too many knocks you'll get a ticking
off from the director. And it's back to the start

HTC b 78l
iTCAR 3L 00

Ramps
ial stunt devices,

TC:l3:22
TC:88:3):78

grand plans for ©

death-dafying stun

dreams of are thwarted by
restrictions of the host hardware.

Unsurprisingly, the snow mobile is the most difficult vehicle to control in the game - especially when
you have to navigate around a ski lodge. Trying to land squarely after a jump is particularly frustrating




Warcraft lll: Reign of Chaos

Fformet PG Pubisher Vivendi Universal  Developor: Blizzard . Price: €35  Heleasa: Out now Pravicusly i ER6, E106

Y e off the
realtime strateay ball recantly, but therg's

y no danger of Blizzard fo

The four playable races are unigue in look as
well as in their strengths and weaknesses
Some buildings, such as the Night Elves’

Tree of Life, can even uproot from their original
position and walk slowly away from danger

1o bookend the lir

of restraint that pervades the game

We can be heroes

Each of the four races boasts three Heroes
apiece. As well as improving in strength
agility and intelligence with experience

they also boast ther own special abilities
These unique skills range from
powers and armour-inducing spelis, to

raising the dead and summoning Blizzards
—a popular offensive spell that returns from

Doasting an inventory able to hola L wealing

s little to do with innovation
o with polish. the resuit
Aarcraft ll. Even when Heroes die, it's not

nacessarily game over, if an aftar has been
built, resurrection is possible

large goid investment. This, and the fact

fora

afforts of

that even the lowliest units can be

olution In realtme str:

may not &

transformed into militia via the new 'call to
arms' option, means that quick one-sided

victories are made much more difficult

d for, but 1s Ir

= As Hero units gain experience, they uniock access to unigue new abilities. With a unit cap of only 90
Elgh?. LIt ten enforced in both singleplayer and multiplayer games, their survival is therefore of the utmost importance



Z00Cube

Farmat: GameCube (reviewed), GBA | Publisher: Acclaim  Developer: PuzzleKings/Coyote \Price: £40  Halease: Out fiow

When stacks get to three or more, the logistics
of manipulating the cube become incredibly
fraught — especially on higher levels, of course

Multiplayer matching

Together with the main ‘classic’ mode,
ZooCube features competitive and
collaborative options with up to four
players. In the former, you are able to send
troublesome items across to other players.
In the latter, players must swap coloured
items to keep their stacks in order. Thess
are mildly diverting, but don't provide half
the sanse of intense interaction as the
simple Game Boy Tetris link-up of olde.
There are also a couple of singleplaysr
alternative modes, but these seem to have
been added merely to provide more
options rather than true gameplay diversity.
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Previously in ET12
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As eyecandy, Edge wonders whether the abstract nature of the backgrounds in Nalin Shamma's original
concept, Cubic Juggler (see Audience with, p74) would perhaps have suited ZooCube significantly better

ke most publishers these days, Acclaim
L Is best known for taking licencestnd
flogging them to within a milimetre of their
lives. S0 it's refreshing to see that the
company is prepared to take a rigk on
something new. There's no “ZooCube’ film,
TV series or absurd theatrical sport. It began
as a competition entry in this very magazine,
not on the screens of a million multiplexss.

et amidst all the talk of innovation there
is one simple fact: ke Tetrs, this is a game
about tidying up. You control a cube n the
centre of the screen, which you can turm on
three axes. Coming In toward the cube, from
three directions, are various animal shapes. If
you match two shapes, they disappesar, if two
shapes land on the same face of the cube
they begin a stack. Stack too many and it's
game over. So, on a basic level, this is Tetris
temitory — it's about identifying an incoming
object and finding the best place for it

But ZooCube has a few gameplay twists,
Stacks can be juggled using the shoulder
buttons, so that you can match a shape at
the bottom with an incoming animal part. You
can also 'lock-on’ incoming shapes to a
particular stack, allowing you to m
cube and think about the next problem. The
combination of these two factors introduces
a vital muiti-tasking element, and on later
levels when animal bits are fiying in at
ridiculous speeds, the pressure to think on
several different levels, and in three
dimensions, is intense. Add to this, the fact
that power-ups are released when you lock-
an an item, giving you access to various
bombs and mutators, and all those panic
attacks you suffered playing Chu Chu
Rockets will seem like the fluffy, momentary
angst of small children.

ZooCube is very addictive. As with all the
best puzzle games, a quick 'go’ turns into
two hours, the shapss, the noises the music
lulling you into a kind of manic vegatative
state — body slumped and lifeless, mind
like a chess master on crystal meth.

We could have done without the really
cheesy background story and the simple
landscapes sitting pointlessly behind the
action, which make the game lock cheap
and tawdry, Which it isn't. What it is, is an
old-fashioned frantic high concept videogame
that, like Wetrix, takes the baton offered by
Tetris and runs with it in a weird new
direction. Connoisseurs of the puzzle :‘:z;?ﬁ
game are encouraged to follow it {le=

Edge rating: Seven out of ten




Dino Stalker

Farmat: Play ion2 Fublisher Cap Developer: In-house . Price: £40  Release: Out now Praviously in E105

fter a couple of false starts, Capcom finally B,

appears to have produced a decent Gun Survivor R
game in the shape of Dino Stalker, which foregoes the = i
zombie-filed Resident Evil franchise but maintains the ;
free movement that charactersed its predecessors.
Apart from the novelty value of freedom to manoeuvre
thaugh (which, In any case, gets wrist-achingly
ennoying pretty quickly thanks to the awkwardly-placed
G-con 2 d-pad), it's actually the well-balanced level
design that stands out. Indsed, on the whola, thosa
levels that are on rails turn out to be the most satisfying.

The game also features a delicately balanced

—
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systern of weapon power-ups, with the advantages of
using a sniper rifle offset by the time it takes to use it
and additional weapons scattered around the
landscape balanced by the fact that only one can be
equipped at any time. Thanks to a rift in the space-time
continuum, the game's dinosaur opponents are also
well-considered, with a range of abilities and attacks
injecting welcome variety, Like any other lightgun game,
it's shortiived, but Capcom has also clearly put

1440444413441

It's not the freedom of movement that
stands out about Dino Stalker, but rather
the well-conceived system of weapon
upgrades and urgent tempo. This ensures
choices such as when to use the in-built

substantial effort into replayabiity. And while it s sniper rifle, for example, are a fraught
i y ket ) ther than an unthinking decision, and
lasts it's very entertainin = i
v g therefore making the completion of
Suc ive levels ir ingly satisfying
Edge rating: Six out of ten

Breath of Fire |

Format. Game Boy Advance Publsher Ubi Soft Uevelopec: Capcom  Price: €30 Release; Out now

Hire Il 2= further evidence of the platform's

C ritics of the GBA will no doubt point to Breath of

uninspired release schedule, It is, after all, just another
SNES port, and on top of that it's barely differentiated
from its immediate predecessor. Once again, players
take control of a dragon-transforming hero called Ryu;
expiore vilages, dungeons and the surrounding
wildemess; pick up new party members; overcome
encountars and boss batties using special abilities and
magic spells, and save the worid from certain doom
But if there's a game that proves the lis to the
assertion that SNES ports somehow underming the
GBA, this is surely it. It distinguishes itself from the
original Breath of Fire by introducing an evolving
township that players control, and a combinatonal
power-up ‘fusion” system. And In terms of pacing,
structure, sase of interface and sheer entertainment,
It's not without fault, but Breath of Fire Il
is beautifully paced, full of charming
characterisation, and boasts such delicately
balanced complimentary combat systems, it

belies any criticism of the GBA's SNES
ports. Significantly, it's also been optimised

It's & masterclass. It's not without fault, and at times it's

difficult to pick up after a long period of abstinence, but
it's absolutely at home on Nintendo's portable platform,
and features so much charm and so many deft touches

that it absolutely deserves to be re-released — =
for frequent bursts of short play, making it A b ; ’ 5%?;
an ideal fit for its portable new platform HAC SN OHIECHERL B CRRCR SXN Y DNC=D L TiavY. e

Edge rating: Eight out of ten
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Enclave

Format: Xbox  Pubisnen Swingl  Developer: Starbreeze Studios  Prios; €46  Roleasae: Out now Previousty m ES8, E109

T hera's no doubl thal Enclave is one of tha most
astounding looking titles on Xbox. Ir11n[:ah!J

textures, encrusted with fine detall and some

anding environiments make for an impressive

Out

stage to play out the arcane
L
discover a brain-dead wdeogame, utterly dependant on

drama of light versus dark

past these cosmetics, however, and

a powerful graphics engine for life support

Enclave joins Wreckiass in the leagues of vacuous,
design-free bubbleheacls. Thare's a threadbare
framework of a game here, but it's lost in the awful,
comedic mess of a Momis dance that is close-guarter

combal, and the tnvial death penalty levied at the player

ake on more than on

when aftempting

& from the

it takes just one tough, sudden c

enermy forces to put an end to the player's quest, and

reset them at the baginning of the stage.
The centreplece of the featureset of Enclave
is the option to be the bad guys, and replay
the missions from the perspective of evil.
Whereas once you'd have to defend a
trader, you now have to assassinate him

There's no difficulty curve, just a mess of spurious
battle encounters that sap an increasing number of hit

Edge rating: Three out of ten

Capcom vs SNK 2 EO

Formatt GC  Pubiisher: Capoom Owwalopes: In-house  Price. ¥6,800 (£37)  Askease: Out now (Japan), TBC (UK}

are fragile, bullt from tiny cogs. You change

an one part — something small, somethir

The pac

3 six-Dutton styiing
the mechanic; hence the EQ - Easy Operation

But this Isn't & superficial change: all the special

mic

style shortouts on the

are given Smash Brothe

a fireball, down does a hurricans

the kicks and punche

much of ther i t and import. The balance

omer, No subitiety,

no reward, Thene Is no oifficuty

how can you celebrate

rious special move victory whean

No matter where you place the punches
or kicks, you still end up with one big
green button, one small red button, and
no tactile balance. Which is a real shame

all it took was a single movement?

o fall apart

Three out of ten
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ulian Gollop was always a

board game fanatic ("Ever

since | was 14 or s0.”) and
Chaos, like his other earlier titles, was
based upon his own design for a
maore traditional card game. He used
to design them obsessively and saw
computers as a way of hiding more
rules in the game: rules that would
‘feel rght' but be too complicated to
be worked through In a pen-and-

EI paper scenano, and so wollld allow

for a richer playing experience,

For someone who's been
designing and tweaking these
video/board games for over 20 years,

i‘ the man largely responsible for the

successful X-Com seres of games,
i MI' il Goliop doesn't see the point in
A - il playing the same rules for too long,

and refuses to rest on his laurais: no
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Those experiencing the delights of Lost
Kingdoms on GameCube can thank Julian
Gollop for kick-starting this strange sub-genre

< (098

& 142

L

K.l.

set of rules is perfect or sacrosanct, no game is
oo precious to tinker with.

Ardently admired

“According to some of my colleagues, and many
other people who have played it, this is the best
game |'ve ever done,” he seems 1o sigh on his
company Codo Games' Website, recounting
Chaos as the fifth in a line of strategy games that
he wrote. It's not a sigh. In fact, when asked in
person, he's proud of the game. *it was definitely
the most ardently admired cut of everything I've
done.” But Chaos was actually based on a card
game he'd cobbled together out of an early
Games Workshop board game called "Warlock’,
“It was kind of a wacky fitle. .. we used to play
my version of it every Christmas until, well,
actually only a couple of years ago. It had a
board but the board jusl sesmed pointless. .. |
wanted a map and a sense of location. Chaos
emerged out of that card game.”

The rules of Chaos, then: sach player
represents a wizard, and is dealt a number of
secret 'spell cards' with which to play the game.
Every turn each wizard can cast a spell, move
their creatures around, and try to attack other
wizards on a rectangular board. Spells can
create creatures 1o fight for the wizard (dragons,
giant rats, zombies), some can be used to strike
opponents directly {ightning bolt, fireball) and
others had more esoteric effects, for instance, to
mix up all the pieces on the board. ("There was a
bug where that one only turned up once in every
B4 games, so it's pretty rare... but that’s
probably a good thing.”)

Each spell has a chance of failing. Spells that
create creatures can be cast as illusions. which
never fai, but other wizards may cast a
‘Disbelieve’ spell on llusory creatures to make
them vanish. The wizards take turns to summon
minions and set them against each other until
only oneis left standing.

EDGER114
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Although each player starts with 13 spells,
some will fall, some will just not be the right
spells at the right time and some will onfy
prolong your wizard's chances of survival rather
than be of any direct offensive use. The upshot
of this is that the game can never quite
degenerate into a fireball-hurling competition
because when it can be over In 15-20 tums,
every move is significant and must be tumed to
maximum tactical advantage. But importantly
the game does not force this on you, The player
can play it as a quick blast, huring the most
destructive spells as quickly as possible, and stil
enjoy the experience against similary-minded
players or lower-powered computer opponents.

Speed was the game's lure, and soon you
found you were piotting your moves more
carefully, putting on an llusory air of nonchalance
as you wondered that maybe, just maybe if your
giant bat could last a turn against your
opponent’s green dragon, your wizard stood a




—

chance of acquiring a fireball spell from the
nearby Magic Wood and be able to finish

the beast off. These thoughts must have been
the tip of the iceberg for an average Gollop
family Christmas.

After doing most of the design for his card
game, Gollop confesses that a lot of the design
decisions for the computer were down to what
wolld fit on the screen: 13 spells, an 11 by 7
playing area. “Although converting any board
game's rules precisely 1o a computer screen Is
kind of a pointless activity. .. some paople might
enoy it bul it's not something | go for”

Dubious honour

Chaos was released onginally n 1984, after only
a month’s programming (although not bad
considering this was Julian's first expenence of
programming for the Spectrum) and had the
dublous honour of being ane of the only
videogames marketed by Games Workshop, the
fiedgling board game manufacturer. It was the
only title it released which wasn't a conversion of
one of its board games. Gollop's (then) group of
programming allies, Redshift Software, had a
fairly close relationship with them, including
some mixed conversions of other favaurites

The graphics and animation were s
predictably weedy, but the desp s
strategical play aliowed players to

fiill in the rest with their imaginations

such as Talisman' and ‘Battie Cars'. In fact,
Gollop tumed down an offer to convert a
presumably lucrative Judge Dredd licence
because "they just wanted some mindiess
sideways scroling shooter... not vary

Interesting. " However Games Workshop's efforts
to push videogames exclusively in its own storas
was probably doomed by the relatively small size
of the videogames market in the UK, which
needed every possible retail opportunity, and it
abandoned games publishing after relatively few
titles (as Gallop says, "They only had about eight
stores back then, how did they expect to sell
computer games?"), A budget re-release In
1987 by the Firebird Silver range attracted far
more attention, and “Your Sinclair' gave the
game away on its cover tape twice in 1989,

Chaos fans over the years have made a Java
varsion, a 3D Windows version and even a very
decent Game Boy Advance version, testament
to the game's continuing popuianty and the
affection in which it is held.

For all the frils Chaaos is still a board game,
however Gollop hit upon what it was that
stopped people playing such games: "Most
games were; well, still are, clones of Space
Invaders," where any innavation in technology
was as iImpressive and exciting as a pedestrian-
looking, tut playable game. To see the
innovation in Cliaos is o see the fusion of two
differant types of play: one was the strategic
thinking and siower pace of board games such
as 'Risk’, 'Diplomacy’ or even 'Go’, a made ol

EDGE #1114
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piay which was picking up cuft popularity
thanks to young companies such as

Games Workshop and Steve Jackson Games.
The other sort was the unigue fast-paced world
of play that a computer could provide: where o~

the same precise and fair calculations of ‘
routine wins and losses could be worked out
nstantly to provide a ncher sense of immersion
to the player

Dim memories
When the nead for swift reflexes is taken out of

the traditional arcade game, much mare depth

can be extracted from It without remaoving the Y
excitement of the player being able to shape

thair own drama. Gollop's latest incamation of

the Chaos formula is a game which can be

played by emall over days, and players can plot *
thewr moves with immense precision lor hours,

simulsting the arcade action in ittle chunks;

sach tum lasts only ten seconds of ‘reaftime’,

and an immensely satisfying game can be

played back with the video-style ‘replay’ controls
over several minutes, every twist and turn in the
action packed with players’ strategic thinking
rather than dim memones of button-bashing.

Although Chaos did not have such a
replay feature, the game still showcased the
idea that 2 board game need not be a turgid
saries of moves represented “ike a
spreadshest”, as Gollop describes one of his
earfier games. In Chaos, the pleces onscresn
moved while you stared at them, planning your
next turn. Arrows and fireballs zipped aoross
the screen as the game progressed, and
wizards met their end in a shower of of chiunky

Spectrum colours, Chaos had the intricacies of
a board game combined with the speed and

fiar of & contemporary arcade game. Requests
for an official update to Chaos still trickle
Into Gollop’s maiibhaa, but why tempt hirm

to tinker with a good gama?
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Where yesterday’s
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Examining gaming history from Edge’s perspective, five years ago this month

Ffﬁy issues in, and Edge was locking to the
future, "A Mario Killer in the Making?" asked the lead
news story. But the piece wasn't anything to do with
Ken Kutaragi's cryptic referances to PS2 |ater in the
issue. This was “technology thought to be firmily at the
apex of realtime visualisation"- VM Labs Nuon. “The
possibilities just stagger me,” said Jeff Minter, dooming
the chip to obscurity. Out There, meanwhile, considered
cartriclge prostitution. “Nintende bans the rent boys"
screamed tabioid Edge, detailing Mintendo's prudish
dictat on the seedy business of renting N64 games

Issue 50, October 1997

DID THEY AEA
“Pentium 1000 is announced, EA purchases Microsoft,
Linnhead finshes its first game joks!) "

Molyneux offers his predictions for E100. Well, Black & White
arived in EDS, so Edge supposes that's technically sarly. Joka!

LY SAY THAT?

DiD EDGE REALLY SAY THAT?
“Annther bitter PlayStation owner”
Edge's title for a letter from a reader accusing Edge of
(yawn) bias towards the NEd

TESTSCREENS |AND RATINGS)

Ganbere Goemon (NG4, B10); Ercksn Sword 2 [PC, 910);
F1'97 (PS5, 810y Croc (PS, 610, GunBudet {FS. 7/10)
Ghast in the Shell (PS, 7/10); Teirsphers (NS4, 8110
Marve! Super Heroes (Satumn, B0}

1. Well, it makes a change
from faliing off a ledge,
Edge supposes 2. Sentine/
Returns, with music by John
Carpenter 3. The issue's
gold box; a decision to use
real gold was vetoed by
Edge's miserly publizher

4, Kutaragi and friend, on
holiday in Hawaii 5. Bungie’s
pre-Halo work: hit or Myth?
6. Tetrisphere was able “to
draw players away from
boiling milk pans™ allegedly

The industry's favourites from yesteryear. This month, Glen O'Connall,
cominunications director at Rage, remembers getting punch drunk

Glen O'Connell's mother (not pictured) used to walt patiently while her son played Punch-Out!!

WAL -x\\“

100

gaming goes to have a lie down

A 12-page featurs on the last 50 issues provided
retrospective heaven for fans of the "well, with
hindsight.. ."-style stupidity that Reset offers monthly,
although the real highlights were the reminiscenc
predictions offered by the industry pundits. Testuya

Mizuguchi's best experience in the industry over the
last four years? "Floating capsules, or isolation tanks
MNo lights; no sound. Just your brain - which feels ke

it's existing in nothing. it helps me to decide what to do

with my life.” Played Rez? The Reset Campaign
for More Indiistry Flotation Tanks starts here

293 400 |,
1200 -

“Ladies and gentleman - gaid ul.
Break, body blow, body blow - knock him out. Right
hook — he's down for the count. 1, 2,3,4,5,6, 7, 8,
2, 10 - knock out. Great fighting, you're an up and
coming boxer.” For anyane who, like me, stuffed
abscene numbers of 10ps into Nintendo's classic
Punch-Outll coin-op during the mid- 1o late-'80s,
these words may be etched into your brain forever.
Quite simply, Punch-Out!] was an awssome
game. The graphics were cool looking and the
characters had real menace, especially Bald Bull and
Mr Sandman. The cabinet also commanded respect
due to fts awesome size and the jumbo, oversize

knockout button was a joy to bash with the paim of
your hand.

Each and svery Saturday | used to visit the local
town cantre in Liverpool with my mum and wish
away the bus journey in order to get to an arcads
called Las Vegas. Now, as you had to be sither over
16 or accompanied by an adult to enter the arcads,
my mum would kindly help me get in and then stand
around trying not too look too bored for anything up
to two hours at a time while | played Punch-Outll.

That's the true value of parenthood, and maybe
what made me realise all those years ago why @
videogames are truly the kiddy cocaine.

EDGE #114
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FAQ

Henry Jenkins

uthor of 'From Barbie to Mortal Kombat',
A Henry Jankins was called to testify before

the US Senate on games and violence.
He alsc designs games through the 'Games to
Teach' project, and was consulted during the
development of the recent ‘Game On' exhibition
at the Barbican in London.

What was the first thing you ever created fora
computer or console?

I've been writing about computer and
videogames for more than a decade now. | am
just now turning my attention to creating games
through the MIT-Microsoft ‘Games to Teach’
initiative. We are in the early stages of developing
games which will allow high school students to
engage with core concepts in science, maths,
engineering and the humanities.

What'’s your favourite game ever, and why?
An obscure early Nintendo title called A Boy and
His Blob. The Blob could turn into dozens of
different tools depending on what jelly beans you
fed it and this allowed you to carve your own
path through the space. It was the first
videogame | played which didn't have rails, which
seemed to allow players much more flexibility in
deciding which direction they wanted to travel
and how they wanted to get there. [t was a
breathtaking moment when | discovered you
could travel right to left in this game, after being
frustrated with always having to go left to right.
Pity it never found its market.

What was the last game you played and what
did you think of it?
Super Collapse on my PC. | have found this

| mostly like to watch. Right now, the most
pectacular performances at the arcades can be
nd around Dance Dance Revolution. | was
lking in Melbourne last summer and saw two

iddie sastern girls dancing barefoot in the
indow of an arcade and they were the best

ce Dance Revolution performers |'ve ever
Ibseen anywhere, It was a spectacular show.
Which Website do you most regularly visit?
Woystick 101 (http://www.joystick101.org/).

What game would you most like to have
worked on?

IMorr‘owma.

What stage is your current project at?

:Early prototyping. The 'Games to Teach’ project
Wwas designed to flesh out how games might
contribute to advanced placement high school
;and early college ‘evel education,

lW'hat aspect of it do you think is most
impressive?

Edutainment has been a largely dead category
because people have trouble thinking about how
to make the educational content organic to the
gameplay. | think we've come up with a range of
ipon'a[:narllin(_; approaches to this challenge which
e hope to get Into production in the next faw
&ears. Most edutainment products have all of the
Pciucahona] value of 2 bad game and the
entertainment value of & bad lecture. We're trying
ta bring together MiT-quality content and state of
the industry gameplay, We are getting advice
!rfrom MIT's top scientists and from some of the
;best game designers in the business.

“What we need is someone who cons:umers trust to tell them
where the most interesting work is bering done and why it matters”

game — and a succession of games from Tetris to
Snood - profoundly addictive. Thera's something
very compelling about pattern recognition games
which keeps me playing and playing.

How many hours a week do you actually
spend playing games?

During the summer, |'m probably logging 5-7
hours per week. During the academic year, it
goes down dramatically. | have less and less time
to play games the more | am asked to write and
speak about tham.

What's the first game you look for when you
walk into an arcade?
|'ve never been much of an arcade player —

;What new development in videogames would
you mast like to see?

I'I'he further diversification of games in terms of
content, audience and workforce. The thriving
of an independent gaming movement which
becomes a sita of innovation and
experimentation and pushes the mainstream
industry to take more risks,

What disappoints you about the videogame
industry?

When innovative games, which really represent
fresh new directions for the medium as a whole,
';go unrecognised by fans and consumers.
Despite many recent breakthroughs, the gaming
world remains fundamentally conservative in its

EDGE #7114

conception of the medium. When in doubt, blow
something up.

Whose work do you most admire?
Shigeru Miyamoto, Warren Spector, Will Wright,
Brenda Laurel, Eric Zimmerman,

What current gaming platform are you most
satisfied with?

‘You wion't find me taking sides on that question
Our offices got robbed twice last month —first,
they took the PlayStation2, then they came back
for the Xbox. Not sure if that makes any kind of
statement about the desirability of the different
platfarms or not.

Videogames: Art or Entertainment? (Discuss)
It's & false distinction. Games are a lively arl. They
are an art because they engage our senses,
stimulate our imagination, encourage a playful
and creative response, provoke powerful
emotions, give expressive shape to our fives and
turn the computer into a toy, In other words, they
are an art because they are entertainment.

What pleases/disappoints you about the way
videogames are discussed in both the
specialist and mainstream press?

We are 30-plus years into the history of the
media and for the most part, all the mainstream
media wants to wnte about games has to do with
issues of media viclance. It's an important issue,
[but it's missing the Digger story about how this
media is transforming the entertainment world.
As for the specialist press, | think it's often too
narrow in its focus and often doesn't provide the
degres of support necessary to aler consumers
to really Innovative and Interesting products.
What we need is someone who consumers trust
to tell them where the most interesting work is
being done and why it matters.




Furoshiki’s comments about
cheating In Phantasy Star Online (E112) raise a
number of Interesting points about online gaming
and those who choose to cheat, but they only
scratch the surface of what is a complex Issue that
could significantly affect the future of the industry.

No one who has played PSO during its -
Dreamcast incarnation can have remained
untouched by the destructive Influence of cheating.
Furthermore, the abuse of the game through the
use af cheat codes has reached the point where
cheating Itself is no longer the primary issue, There
is a significant minority of players who have gona
beyond twisting the game mechanics to thesr own
advantage, and instead appear hell-bent on trying
to ruin the expanence for averyone eise as well.

Terms such as 'FSOD’, 'CK’ and ‘NOL may be
unfamiliar to those who haven't ventured into the
PS0 universe (for the benefit of the uninitiated thay
all refer 1o methods of deliberately crashing another
player's consola, or worsa still cormupting his/her
player file} but they are common parlance on
Pioneer 2, In fact few people talk about anything
else these days. Sega's masterpiece has
descended Into a chaotic, fragmented world where
Yujl Naka's dream of “cooperative play" has been
abandoned In preference 1o adopting a suspicious
attitude towards anyone who even tries to make
conversation with you,

| was one of the very few British players who
managed to get onto the Japanese trial for PSO
Episode | & Il for GameCube. It was like a breath of
frash air. For once | and many other PSO fanatics
got to experience the ganius of Naka-san without
* the ever present fear of being the next victim of an
anonymous electronic mugger. And boy, was it
worth it.

As more and more onling games are requiring
pay-to-play fees, | have an absolute right as a
consumar 1o get what I'm paying for. In my
opinion, that is to be able to play the game as it
was intended, without other people spoiling it for
me. If | went to see a film and someone
deliberately tried to block my view or drown out the

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

i
Communicate by post:
edge@futurenet.co.uk

soundtrack by shouting In my face, I'd want my
money back because it's not what | shelled out my
hard-sarned cash for, In fact they'd most likely be
ajected by the cinema staff. Yet people are allowed
to disrupt my entertainment on PSO and despite
Sonic Team's efforts (by patching the server) the
problam has largely remained and the trouble-
makers are still around.

Game developers need to concentrate their
efforts not just on creating quality titles, but also on
rmaking sure that this effort isn't wasted by a lack
of security measures to stop the curse of the
disruptive cheats, As the release of PSO for GC
draws ever closer, the debate on the Web forums
has turned to questions of “How long will it be
befors the game is destroyed by idiots with their
codes?" Many have even stated that should
cheating become widespread as happenad with
the DC. they won't buy the titlie at all - a2 worrying
sign, and one that publishers should take note of.

Furoshiki is night, the cultural differences of sast
and west is one causa of friction In a game, and
my corments only highlight another of the many
problems which are combining to spoil what
should be a pleasurable experience for everyone.
Richard Hopkins

After having read avout further miltary
Invoivement in the games Industry, one must ask
the question: does this mean that the actions taken
by gamers while playing games can be translated
(indefinitely) to the real-world and have real-world
consequences?

After the numearous American school massacres
| was led to belleve by some of the defence
lawyers, that playing games can in no way imprave
a person's abllity to 'kill', One person was even
heard to have said something along the lines of
“The guys just pointad their guns and shot,”
something anyone can do,

Indead | am not biind to the strategic
implications of videogames to the ammy, but nor am
| biind to the negative impact such a relationship
would have on our already infarmous reputation,

Gaming would become the brewer of death itsell
whereby countries like America and the UK will
develop games to ‘train’ soldiers, while Irag and
Afghanistan will be developing their own = wholly
defying the purpose of 'games’.

The following is an extract from a dally
American newspaper: “The military has supplied
advice to videogame makers for other titles over
the years, but America's Army: the Official US
Army Game is the military division's first foray into
creating games itself.”

Battliezone on the Atari immediately springs to
mind where the *military advice' comes in to play,
but to have the army make its own games is an
unknown. Is this a wise path to take especially in
an age where computers/consoles are far more
powerful than in Ed Rotberg's day?

Toops

The military and videogaming's ciose relationship
is certainly getting rather intimate. Turn to pB2,
the start of this month's Wargames feature.

As an undergraduate student reading
history, but also a devoted gamer, it has been
brought to my attention on more than one
occasion that my spare time is not spent at the
same intellectual level as that of many of my co-
students, While my university flatmates indulge in
the pleasures of Orwell or Tolkien, | am trying to
locate dog-tags around a rainy tanker or fine tune
the balance of an NSX. Although games generally
offer a reasonable level of mental stimulation, It is
rare that | find myself genuinely challenged, at least
in inteliectual terms. Some games provoke a great
deal of thought, but this rarely progresses beyond
working out whera the next key may be located or
how much wing angle to carry, One of the few
genuine mental challenges | have encountered s
Riven (PC), one of the most satisfying games | have
played due to the extensive mind-boggling puzzles
| think it is about time developers realised the
diverse nature of their audience; many would
welcome a game that cannot be fully appreciated

“Players have gone beyond twisting the game mechanics
to their own advantage, and instead appear hell-bent on
trying to ruin the experience for everyone else as well”
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without & little outside knowledge. Furthermore a
game with genuinely open puzzles that may require
a little prolonged thought away from the screen
would be welcome in my collection.

Paul Ibbotson

Having played Halo. the ore thing that
stuck out was the terrible plot. In this day and age
surely Bungle can conjure up something more
convincing than, “You have to save the world....
you are the last man alive.” What happened to -
evolution? Beneath A Steel Sky to Max Payne,
Broken Sword to... hell, even Quake has a better
stary than that. Stop degrading console players
with shit storylines and get a decent writar in.
Dave Johnston

Generally speaking, plot remains one of the gaming
elements that has undergone the least amount of
evolution. But perhaps you'll find Halo 2's narrative
more accomplished - not long to wait now.

With regard to eiracy in the Playground
{E113} | still have to condemn piracy in all forms,
and | think Edge should too. Yes, the price of
games could come down from their current lofty
heights. However, if you can get a game for £2, or
even free on the Internet, then any price point
above that is too high. It is very naive to think that
a realistic price drop of say £20 will make much of
a difference, Simply. lock at how mp3 has
devalued the perceived value of music CDs. If you
can get virtually the same product for basically
nothing, without any risk, then a lot of people are
going to db it. Although by the pirate’s rationale,
just because | can't afford a V12 Vanauish | should
go out and steal one, as long as | know | won't get
caught. Wrong.

The one argument that you can't argue with
whien it comes to piracy is that if there were no
pirated games, most people would still play games.
Back In the day | used to get VCS games twice a
year: two for my birthday, two for Christmas. That
made you hunger for the next title you would ask

Richard Hopkins worries that those responsible for
ruining the PSO experience on DC are likely to be
making appearances in future online experiences

Santa for, which made it more special. It was
always the unattainable dream to have all VCS
games. Later when | got a Mega Drive | borrowed
a copier and hundreds of games from a friend for a
week, and having virtually all Mega Drive games at
my disposal was no fun, | simply ended up playing
tha most immediate and instantly accessible
games foregaing many quality tities, so | didn't buy
a copier and went back to buying games. Related
to this is the sub-par product that especially newer
garmnes tum into when burned. People with pirated
DC games got certain games with no Intros, na
music, hell, some even had the later stages in the
game taken out completely. Ripped OVDs bumed
onto CO-Rs will be even worse, leaving potential
consumers with a bad impression of whatever
game they experience in this sorry state. |
perscnally think we need to make some cautionary
examples out of playground pirates.

David Dahl-Hansson

Make no mistake, Edge condemns piracy. As you
rightly point out the biggest problem is that games
remain too expensive. And even if you don't agree,
a price drop to, say, the £20 region would certainly
transform matters {not only in terms of
discouraging certain individuals from going down
the piracy route but also in the way it may convince
a few more non-gamers to join our ranks by
prasenting our pastime as far more affordable).
Just look at how the Platinum label affected the
sales of PS software (and now PS2), to this day
the most convincing example of a reasonable price
point that works.

As you obviously found out when you had your
MD, other than financial issues, Edge's particular
gripe with pirated software is that often the gaming
experience |s devalued — it suddenly fesls
disposable, your personal investment in a title
suffers. What are other readers’ views on this?

Cel-shading always seems to spark
some sort of light in the eyes of the ‘videogame
community' and in my opinion, rightly so. But |

It only u could talk
to these creatures

have to argue that this style may already be dead
| brought a couple of copiés of Edge with me
an holiday, which my friends read. One was E112
that included a preview of GC Legend of Zelda
which was immediately greeted with disgust by
various friends, These friends of mine would be
classed as ‘casual gamers', although they do own
both the NB4 Zelda gameas, and are currently
religiously struggling their way through GB Color
Zelda, However, their opinion was purely based on
the graphics which according to you were “one of
the most stunning graphical treatments Edge has
had the pleasure to encounter”. A similar Instance
occurred when some other ‘casual gamer’ friends
and | were enjoying an eightplayer Halo
deathmatch when the game was switched to Jet
Set Radio Future. This also was judged harshly on
its (*dodgy”) graphics, without a second thought

| would argue that this is because 'casual
gamers’ want their games to look real, rather than
like cartoons - they want to see lifelike graphics.
They have paid money for a next-generation
gaming system, mainly for better graphics which
look more ‘real’. Graphics are what makes or
breaks games and given the vision of the ‘casual
gamer’ cel-shading can never achieve commercial
success with current western gamers.

It's quite possible that the great staff of
Nintendo can use the magic of Zelda to make cel-
shading appeal to the wider audience but at the
moment it seems quite the opposite,

Dan Poltawski

| bought SpyHunter iosay. Friday June
28 (release day in UK), and took it back the same
day. Why7? Because | was so disgusted with it |
work in the software industry (as an artist) and to
see a company like Midway peddling such a poor
piece of software quite frankly astounded me. |
was hoping to recreate or relive some of the classic
gameplay of the original all those vears before, but
my dreams where utterly destroyed. | was
surprised that Nintendo actually lst this piece of
crap on to the market. The list of technical

“If you can get a game for £2, or even free on the Net, then
any price point above that is too high. It is very naive to think
that a realistic price drop of £20 will make much difference”
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| think Edge should

John Blythe

Edge hasn't had the pleasure of experienc

John Tatlock, co-creator of Agent X, has been in \
touch to point out that the lead character was not
based Ed Sludden's design after all (FAQ, E113)
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“Should you ever come across an Edge review that you
disagree with, it is better to terminate your life immediately,
because there is something very wrong with you”




‘Are sequels evil?', asks James Bailey. Well not all, \
of course, it depends on the kind of sequel. Super
Mario Sunshine - good. Shadowman 2 - evil

From the forum

A selection of choice cuts from Edge-Online’s discussion outlet (http://forum.edge-online.com)

Subjsct Sequels aren't all bad, are they? You could argue that the Mando GAIring 2
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“If | see another generic thirdperson fighter based on a
licence I’'m going to kill someone. What's the point of gaining
a licence and then just splurging it on generic rubbish?”
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